I 



-*— 



. - -m. 



^baiaM 



«k 




ti-^BEB j ^ 




|WLD 3F SC 

19.99 



PREMIER MGR 3 
16.99 ALU FORMATS 



CANNON FODDER 2 THEME PARK 

19.99 21 .49 oi 22.99 a-™: 



MORTAL KOMBftT 1 

20.99 



CANNON FODDER 

SETTLERS T2 
CHAOS ENGINE 

BEAU JOLLY COMP 

25.99 




AKIRA 

20.99 



MONKEY ISLANDS JUNGLE STRIKE 

12,99 1B.99 or 19.99 a 1200 



* I KINGPIN 



■ ARCADE Sfi'llS I 



OS*z^ AiiAULC 



SAVE 
£6 



TOWER ASSAULT 

13.99 or 1 9.99 CDS2 






pin ball 





KINGPIN 

e.99 



ROAD KILL 
20.99 A12WBCIB2 



imp 


= w!l\ nt,l wetk M AJ0O 


Urn. 


MOO »r A MM 


meti 


■ wiJf imp mof k mi AUJOO 


SOI 


= wUI walk an Hlk 


iharbinef 


■ 


■ MWIrwn 





AIM BlX- 11SH 

ALADDIN 19 99 

ALFRED CHICKEN 17 99 

AllFNaRFFO J 1S-99. 

BANSHEE 1*99 

Blitz tennis- 

eodyblows h99 

BODY BLOWS GalACTC 1199 

Pj--i,-4i FOOTBALL DELUXE 14 49 

CHAOS ENGINE HI) 

Civilisation ACA 14 M 

. *TION« 24 59: 

DE-tfJ" ?Ht 

liriFAMAFF. 23 99 

DUNGEON MASTER 2 23 1 9 

[KILE . •■ 1*4» 

FIEJJS Of GLORY . 23 99 

FCQTFjALL [ILORY 19 49 

QLAHDLAN HJ» 

HEM3ALL2. a*N£Df*SGARO BUM 

IMPOSSIBLE MS90N 

lSn*R 2 ■ L FClTiNS OF CHAOS . I9W 

james posd collection 

JAMES FOND 2 -1 i 1 1 y* 

JUNGLE STRlKF 19 « 

LKJNKWG .. .19JB 

MFJHKUA'. |B» 
0* THE BALL i.HAHO DRIVE DNLY| 

■ LEAGUE EDITION 121» 

■ world cup editicn 1E4* 

PQA EUHOPEAN TOUR I999 

PrCALLILLUSONE.- 191* 

PREMIER MANAGER 3 1E.99 

RQ4D KLL 20 95 

SaOPE ' EaM i B « 

SHADOW FIGHTER ■ ...19*9 

SW city 2000 

. F WB =LiM REQUIRED .. ..23.99 
SIMLIFE |l SW HAAI HLSUlREOl I2.4S 

siuonthescrcerf^ . 23.99 
siu0nthesdrceher2 23.99 

SKELETON KPSEHY Si Si> 

SOCCER KID ' I 

STAR TREK . 25TH ADVERSARY lHAHD 
DRIVE ONLY: . :':.i N 

SUB WAR 2053 24.99 

COUPON ■ DEDUCT [ J UNTIL VIAH 31 

SUPER 5TARCI..ST 19.99 

TFS . 25.99 

THEME FWK ... 22 99 

roPGEAR2(iuei ■ *» 

UFO ■ ENEMY' LKKNOWN 24.99 

WEMBLSY INTNL. SOCCER I?.«9 



AMIGA GAMES 



A-TRAIN * CONSTRUCTION SE* 

A3?9AIP ; . 2D-99 

AIR BUCKS V I 2 :M2«I ll.lt 

AIR SUPPORT- . 9.99 

AKfkA». . .. .. 20.99 

ALlE* BREED TOWFFl ASSAULT |512K| 13,94 
ALIEN BREED 2 . .. 17.19 

AMAZON SUEErN ■ 3CM 

ANEHCih&LA!]UkTD=l5.5 , 2K| HDI2| 11,99 

ARCADE POOL. 7 99 

ARCHER MACLEAN SPCCL ISI2K.1 1I.9S 

AWARD*"HNER9.3 

CIVLISATICN. ELITE 2, LEMMINGS X 99 

COUPON - DEDUCT E3 UNTIL MAP ]l 

*i? Fl YlNG. FORTBESS • 12.99 

BATTLE FOR THE ASHES ■ 

BATTLE OF BRITAIN .-'VKi 11.48 

BEAU JOLLY COUP 
CANNON >OUUER SETTLERS. 

CHAOS F.VX3INE T2 2S.9S 

COUPON - DEDUCT 24 UNTIL MAR H 

BENEATH A S'EEL Sky 

SIC IM . 1M SHAREWARE &AUES> 999 



SO0V6LCWS 6.99 

BRUTAL FQDTHALL (SIEKI 13.99 

BUBH* NSTlX(51ZK| l<*t 

BUl* N E»JRniSi?K| .-5.59 

CAEBAn DELLHE (S12H3 .11.99 

CAWAlfiN ..... lOtt 

CAhM*Jh FC03EH 

CAN»3N FOOOEH 2 19.99 

CAFTW6£-UBBWiTK»J- I,« 

CEmTFRKOI n SQlJAPEE.- . .4.59 

CHAMPIONS C* SPDHT 
CMAl,* 1 MANAULR95 Fl. 

)N41 RLIIjfl*' 15.99 

CHAUPICfrSHIPMAAJAGER 93.-94 . . .5.99 
CHAWICtiSHlP MAMACEH 9*tS. 
END QF SEASON D4-4 DIS< . .. .12.99 

CHAMP MANAGER COLLECTION 
I KSJ EDITION- 1B.» 

93,-94 . UPDATE DIS4 1 1.99 

CI MM* ILW I^Oin TTfLlj Wljl MM 

Ch"A=SEHCf£ |5liK'i 9.99 

CHUCK ROCK- .. "M- 

Civilisation . ..24.*9 

CLASSIC COLLECTION -OCLPHIUf 
PLASMBACK. CRUISE FDR A CORPSE, 
ANDTHEH WORLD FLRUHE W»PS. 
OPERATION HEALTH. 29.49 

Ci-ASSIC COLLECTIDR LUCAS AHT5 

iL«NC'. INLVT JONIS * 
"-If l AST CRUSADE. LOOM, MANIAC 
MANSION £*m, MCKHAOfW M.« 

CLUR FfiOTRALL ■ THE MANAGER 14.99 

COigSSUS CHESS *■> 4.99 

COWSAT CLASSICS 2 

ilLEr," SCflVKEi fv> STEALTH 

■XlHTFR HOFIC gLAAC. 30.99 

COMBAT CLASSICS 3 
■1. STORYLINE CAMfWON, 

(3UN5MP2CCO 23.99 

COUPON - DEDUCT El UNTIL WWII 

CnCKETCAPTAfJiUCPl* ....AM 

CRCKET MASTERS 15,99 

CYMRSPACl »4( 

(SAILY'COja.EHOHSE FIACNQ* 4.99 

DAWN 'ATHCL »i6 

OESERT STRIKE l&m 

DETROrT 21 49 

coenaHi «.« 

^REAHrtE? 23,49 

DLJWE .. .. Ill) 

[IfMAiMA 19,99 

ELITE |512K> ■< V9 

ELlTE2iFRONTlER| 14 99 

EVE 0FTHE8EHQLDE=: 12.49 

EVE OFTHEBEHdLDEl2 1248 

Tl |DC*W ■■ 1T.M 

FllJA STEALTH FIGHTER 20 12.B9 

FIELDS CIF &JOFIY »M 

FifA rJTERNATKSNAL SCCCEH 11 49 

FOOTBALL DIFECTOR 2- 4 M 

HJOIBALL'iLOfl-' 17 99 

FCSMUI A ■ QWWP PIW |5li<(. 15 49 

FORMULA ■ MASTEHS .1809 

FHDNTiER. l£1 tNCOLru'ERS" . 1* W 
GOAL !'•' - ■'■ 

;.a jh(,u r»:jccH test ma t c- specia. 19 49 

EUNSHP 2D03 14 ■# 

HEART QjFCHUA - 12S9 

COUPC* - DEDUCT S2 UNTIL MAR 31 

HIBElXVlM .. .«» 

HIS'dRHJNE 19I4.1B 21 » 

INDIAHA JONES FATE Of ATLANTIS 

a:.. .'F 1 jTi iRE .24.49 

INNOCE41 19* 

JAGUAR Xjaft.- .948 

JHMY WHITESaNOOKEW.VOi:! 11JB 

.IXN'iACRFN?. -.^riTEJUL S-2K. 13.49 

J J.QLE STRIKE IB* 

K24C IL.TOP1A ?| . . 1 3 44 

KC1B(512K| II 1? 

KiMGPlM- H» 

KlViS QUEST 6 2349 

KNGHT5 OF THE S«>' If 49 

LEOEwCSCFVAiQURIMO'Sl M.« 

LESURESUITLAFPIY I 1149 

LESUHESUlTLASRr J 

LEUNINOS i B1IK| ■ .9.19 

LCWBAPDRAt RALLY. A12KI 5.99 

LLWUfiLH. M REALM 

hJATJ LTTD AREiW LG£ CHAM'S '9.99 

MAN LrTD ^PEWEH DA" * UlS« 5 61 

MICAL> MACHMEB<*12Kl ".' '■ 



1r=.M 

12,49 

20 99 

-41 



11.49 
12.49 
.4.99 
t • H 

18.99 
. ITlB 

17.49 

. 1Z.M 

£2.99 



SHADOW FIGHTE-FI 

19.49 A1200 

"rtDNOPOLY '512KI 
■AJRTA t KC4JRAT 
I^ORTA. KOMFJ1T 2 
WBLdBBV ISi:-:. 

'jEwrtOrarj-OFiFMkKMgs .. 20.99 

ON THE BALL 
LEAULL EL'" ON 

-^RuOOjPEwrioN 

O^FRCRIVE 
OVERLCBD ...... 

Pfjjk EUROPEAN TOLiH 
FCJ. TOUR GOLF I.412KI 
P1NBALL DOUBLE PACK 
P1N8HLL DREAMS* FAIJTA5IEF 
F1NBALL FANTASIES IS '2KI ... 
mZlfi I VCOON ■ 

. r ST " . .. 1I.B9 

FOrtEHDR ','t SC M 
POiiEniKlNfiFR - 

WW1 DATA DISK |5 1 3< - . l"t 

PfCMjeRMANjATiiR2 9.99 

pfif MIER MATaAOEH 3 . . ....... 1S99 

FPEMIEP MANAQEH 3 CUlTOR 1*99 

PfWKC Of PEHSUA S.99 

FfiOJECT K (SPECIAL EanONI 1049 

REALMS 10.49 

REACH FOR THE SKIES (512KI - 1199 

RISE OF T>« ROBOTS .'■7 49 

ROAD RASH |512K> I049 

RCRKE'S DRIFT I5I2K; 7M 

BUFF A*IO TUMBLE .. .. I9 49 

RUGBY' COACH- 4 99 

HUG9Y LEAGUE COACH 19 49 

SMAflBLEfSlWl I449 

SEC0M3 SAULPJll INDI2I 919 

SECHET OF Ml>KLY ISLAND tt 12 90 

COUPON - DEDUCT {J UNTIL MAR tl 

SECRET OF MCWEY ISLAND E 

COUPON . DEDUCTS UNTIL MAR 31 

SENSIBJ.FGCLF 20 49 

SENSIBLE SOCCEH ■ INTCdNA'ONAl 
EOlTlSN 14 99 

SFNSIBI.E rtOFLD OF SOCCER I99» 

S=~.=Ht fl» 

Sl£NTSERV£F3iNOi2, M95 

SM CLASSICS 3 IN 1 

SMClTV CLASSIC 8*1 LIFE. 

ftVANTi' hM3 HAH REDLIIREDl 23 99 

SIMON THE SORCERER 21 94 

S«UC*ITHESCflCEHER2 2 I 9» 

E.M0 MARKS -H»» 

ULLLPVYSLKE'T.MJKl B95 

SCiCCER-;iD|5l2l!:i. ... (» 

SPACE LEGENDS 

WING COMMANDER «ECATPAVE..=P 

E. -E . - 11* 

SPECIAL FORCES B» 

SPEECeAU •■ 6J..SUKI D99 

SPORTS «A5TE"S 
PQAQOLP. INDV.JW. ACAl TENNIS, 
FlIBTlPEAN CHAMPS 92 .. 1399 

STABLE WASTERS « '• 

STEVE DAVIS WORLD SNOOKER. 4JBB 

STREETFK3HTER S S«EK1 IT A* 

STRIKER MANAGER* 4* 

■iJI« H IHIX. ■■: ' 

tupcn sues 

SUOfJARXS - 

estra Cars * TUaC Ki JD.st 

SllPFR STREETFGHTER2- 2H.99 

SINIV |5 1 !«'i (MDf l 2» 

SYTIDCATF 

THE GREATEST 

jm»iv rtWlTES lXjhf 

LURE OF THE TEM"TPEES H.«* 

THEME "'■»'■ 2- ^9 

TOPOEAFIS IT.4t 

rORNAfM 12-99 

yFO ■ ENEMV LHKNOVIN » 22.99 

U.TMA 5 (51EKI iriplZl S 94 

JJVERSF 2S.4F 

VALHALLA . .. 19 49 

■vllALLC'HT 13 99 

V(Ai',ER:512K; ■' 99 

V(E*mLEY ■ HUG*V LfAHjUE 17 49 

wma cowwwpen ...... 

KPJ -D E-UP TEAR 94 

GOIL. CHAMP MANAGES 9" * DATA PS*. 

STOKER SENSRIE 9OC0ER 14.49 

ViDRLD OF FOOTBALL- .... 

WORMS- 17 99 

ZEEWQLF 2099 

2DOL2 *M 



CLASSIC COLL. ■ CrELPHINE 

20,49 



LUCAS ART5 

20.49 



A1 200 APPLICATIONS 



BRILLIANCE 1 2 AGA 
PHEMIE=; a HC*.ESSlQ»JAL A«T 

PACKAGE hard orne required 

PC TASK V.3 

SCFTffAlE PC LWJLA'lON SYSTEM 

POD AMOA A18W 1 NCQHB :Cf FAHELE 

hVHEK ..=£0 W-TH A4D00. REOLIPtS 

DOS 3 3 OH ABOVE. 2MB II*TAI,IAElE > 51.9* 

VATA PRO lUTE) 

OHFATE SPECTACLUR VIPJUJAL 

WCHLDSWITH 1MIS POWERFUL SCENER-' 

CREATOR AhC ANIMATOR 2 MB HARD 

DRIVE RECHJIRED . HH 

woHDY«jpiTH!riA.aji 

V1K3R0 FUBLISI-ER. EXTERNAL UlS* 

OR HAHD DHIyE REQUIRED 32.99 

WCHBW3RTH V.3.1 ADA 

WDRD PLOLIS»*R. PftEMUR TOP 

0JALI1Y wC* i OPUF4l5HERPA01A5E 

FX-FRNAl C4SKOH HARC UHIVL 

HECUIHEL. ..S2.B9 



AMIGA APPLICATIONS 



AMOS . COMFILEfl PROFESSIONAL 
COMPILES AI*SP€FD5 UP PROQRAIIE 
VYRITTF'J NAMCS EASV AMOS C* 
AMOS^PO INSIALLAIS.E 25.99 

pAIASTpRE DATABASE SYSTEM 

simple to use. fullt featudfp 
- huhlxjlVi oatabase System 

<■ LATuDlNO A ViCROWDP"M LIKE 
nTTRFAf.E INSTALLABLE ... 44 M 

3ELUXE PAINT 3 

VERY POlVtRFUL ART *H1 ANIMATION 
PAQKAOEVllTHEICrENSIVE FEATUftES 
A BEST SfcLLtH AND ft TOP AlVAHD 
•HINNEP MANY FONT AMD PRWTING 
OPTIONS AND SAMPLE ftNMATKjN AMD 

AHT INCLUDEO INSTALLABLE 9.99 

WtglE PAINT 4. 

Ea'TETSIy'ELV i LA I IJHL ■ . :• S ON 

OAINTanC AWrtMTF fjrjp TD 4005 

COIOUR HAM MODE. INSTALLABLE 41*9 

DELUXE PAINT S 

HREUiFR AF-,OESONANC'ANIMA(lON 

OACKAHE FLATlOiNCp Flju. H &TTRUE 

O0L0UR RDR EDITING 2MB 

NSTALJB^E. WOFjajBNCH SlfWi i7.J« 

DBK EAPANpEP 

A FLEXIBLE AND EASY 1ULSL - 1 1* 

LXHJBUNGiSTlfTIM AUOWSEKJTH 

i LOBPt ftM': HARD DRVE USERS TO 

P*-S ; =AFF THE R STORAGE CA'AClTY 

OSAM J " >L..*LLY INSTAvLABLE 14.99 

I INAI nrHlTER IRELEASE Jl. 

OQMFREHENSire iVOHD PUSLlSMNtJ 

S>-S-tM 12 M6 MllliA^J 4 MB OR 

uore rfcommended. hard dhi'i'c 
requpedi . .. . **.« 

hamu«a«kpa animation workshop 
excellent ammation packalge 
r;ap4ble of cheating. cartoons 
and dualiTv Animations 2999 

HOME ACCOUNTS, 
THEHIGHALVERSIOsi Of THS BEST 
SELLNGMLHEY'WANAONO <PPlCATCN 
INSTAIlABLE »w 

HOME ACCOUNTS] 
TC* FEATURED prRSCNA. 
F1NAA1C-E.SMALL OFFICE MANAGER 

INS-ALLAULE E5.» 

KlNDrtORDS 3. 

FULLV FiAILlREOVALUf FOfiMCNE 1 '- 

rtYjnrj PUBLISHER NSTALLABLE 3D* 

MINI OFFICE 

INTf TlRATEOLAIOflD PROCESSOR. 

SPREADSHEET daTaJjaSE Af*5 03K 

UTILITIES INSTALLABLE 35 99 

MONEY MATTERS 

IMOML ACCOUNTS 3l +ETALLABLE 36.99 

PC TASK. 

SIMPLE PC EWULATOO ALtCWHNU 

IBM PC APPtlCATlQAJS TO BE RUN ON 

AMCvA NO" SUITABLE PC*! WINtUw? 

OH HIGH END APPL CATIONS 

HtOulRES MS EOS 3.3 OP ABOVE. 

INSTALLABLE :14.9C 

PENPAL. 
- .?,FrtDRDPFOCE5SOB 

-AS INSTALLABLE 3t.M 



UFO 

24.99Aisoa21.9i9 1 

ALIEN BREED TOWER ASSAULT 
THEME PARK ■ 

4B.9S LVJNEATHA5TFFI.SKY 

..LINCV.E STRKE. 

UFO • ENEUV UNKNOWN 



PINBALL ILLUSIONS 

19.49 A1JW 



CUARDIAN 

20.99 Aizoa 



21 W 



fljR AAR M6Ci 

CQUPpM - DEDUCT £3 UNTIL MAR >l 

nOADWLI 23 « 

BUAHEUN I - W 

TRIVIAL PURSUIT HJ4t 

SIMON T>e90RCFRER 23 99 

ARCADE =CO. "V^ 

SUPER STARDUST .. 19 99 

RISE OF THE ROBOTS 2291 

ELITE 21FHQN"'LH I4LK0 

L^TilC*VIL 19 99 

PINBALL FANTASIES 19*1 

CAMNON FOOnen .2199 

TOPoe*n3 itAi 

ULTIMATE BODY ' 14 49 

ISANSlEE 1999 

pirates gold .... n49 

BENS JLL SOCCER ■ IMTN-L EDITION 12.99 

.■..^R'' .. 22 99 

SLPEHPFHKi . .11.99 




POWERFUL i«Br KANEWELD AT AN 
UNBEATABLE PRICE 

MAINS ADAPTOR TIM 

FOR LYNX 1 OR S |HFJ[>CWMeNpEO 
AS LWTTERT LIFE IS SHORT! 

CDMLrNK CABLE . *» 

CONNElTTS TWC1 CONSOLES FOR 

MULTIPLAVEFt ACTION 



DlZZ'* ■ THF BlCi SlA 
SPEEDGAU. 2 ...... 

CD EXCHAHQE VOL I. EXTENSIVE 
CCMPLATIONOF SMAFIEWARF *ND 
FtJflLIC DOMAIN SOFTrtAHE 



12419 
1349 



.14.99 



NICK- FALDC5 GOLF ... .. ti •*- 

LEMMINSij 999 

HL'WCALL2-B*NF0FASQARD 21.99 

FlfiFAMWER M It 

LOTUS TRILOGY ILOTUS '. 2. Jl IB-S» 

I IRFFATION 22.99 

FAJBBA N STIX .. 194* 

LABYRINTH Of TIME U-« 

JAMES POND 3 19 99 

SABHETEAM - IB.* 

H«nLECHE5S 19.99 

phull illusions- '949 

dgeneration 

Shadow fighter ■ 21 99 

chaos engine is ' 

FHOnTiER- 1ST ENOOUNTERS- 
FIREAIVCICE .. 

23.IS 

FUNK- 1911 

■■jllECTion^Cdf; 
games. dfvos education. mus>c 
amooraprics' ..11.99 

CDPD VOl'jfJF ;■ ■ 19.99 

fTBITCOMTHNUATION ' '* w 

CDPDVOL^JFl . 19.99 



AMIGA BOOKS 



A-TRAIN OFFICIAL STHATEGV GUIOf 15. M 
AMIGA GAMES ■ ', '■ TIPS, CHEATS 

AND AOVENTuRF SOLUTIONS ..9,99 

AMIGA HARD DRIVES INSIDER GUIDI 
A COMPREHENSIVE AND THOftOOOH 
GUIDE f SETTINO TVC BEST FHCW 
YfA.P AMGA HARD DFHVl 1S-S* 

AMOS IN ACTION A C0MF«EHE«5IVE 
OUIDE TO USING AMOS WITH! 
PRACTICAL ESAI."'- "»B 

; 1IW10N FDOOER DF>~CIAL GUIDE 1 1 99 
CORISH S COMFVTEH LJAMt* GUIDE 1199 
EVE OF lHt MH04.DER HINT BOOK 9 99 
EVE OF THE BEHOLDER 2 HINT io<J* *9fl 
5IJNS«i"7n(»STftATE0* GUIDE 1 1*9 

•-. ::• ft HI Jjom AMD MT1 M amah ■: 
HPfT BOOK SPECIA. RESERVE CLUB 
VERSION 1* 

KIDS AND COMPU11i«S PARENTS 
KAHDMCM. 
MASTERING AMIGA C 
MASTERING AMIGA PRINTERS 



AP8 1499 

SASKE-^PAhVL .... A 99 

HILL AKLI TEDS EXCELLENT ADV £99 

CASINO . . .. B.B9 

CMECKEHED I LAii. 1" H 

OH»"3 CHALLENGE SBfl 

CRYSTAL MINES 2 S99 

OESERT STRIKE 24 99 

OfJQ OLYTWICS . *■» 

OWTY LAARy ■ FIENECAOC COP 

electro cop . . uss 

OATES DFZENOECON 14BS 

HOCKEY t9t 

SHIDO BJM 

iFMMIMGS ICUM 

MS PACMAN 14 94 
NFlFOOTBJIL .. ...14BS 

HHJAGADEN . . 14 99 

PAPiFJJOY 14» 

Flf.RA.L .AM 5 93 

P1TFBHTEH ?*94 

PAMPAaC - ■ 

RAMPARTS 2*W 

SCRAPYARD 000 

SHADOW OF THE BEAST 9*9 

SMINGI'AI - I 

SLlMFWORLD 595 

STEEL TALONS 1* 9D 

SWITCHEA.A0F2 5 9i 

TOKI 2' 9K 

TOUF1NAMENTCYBERBAJ.I U« 

TURR0 SlJR ...... 5 95 

VIKING CHILD .... 

IMHBBHM -1499 

kVOni-'J CLASS SQCCEB JJS9 

XENOPHCBE «■" 

2.ARLOR41ERCENARV 5 9C- 

ALL TOP 11 SELLWG ITEMS AHE BASED 
ON SPECIAL RESERVE SALES 



MEGAORIVE TOP 10 



FlOADRASHS 19.99 

SONIC THE HEDGEHOG 4^ 

CAN*lON CCCCCR .Hi >3 

MEGAOAMESI 15.99 

SENSIBLE SOitLH INTERNATClK 

flFA INTERNATIOMAL SOCCER 95 .. ..29.99 

MICRC MACHMESi MM 

MCf r.SLKOM6AT .29.99 

SONIC E 



RLPMVWCWLDCLPtt 



3L? n 



SNESTOP10 



MONKEY ISLAND HINT LMJO* 
MONKEY ISLAND 2 "l"T SOOK 

PASENTS GUIDE TD VIDEO GAMES 
5E0HETSOF FRDWT1IP lELlTF ?■ 
KMCm Klill OFFICIAL HANDBDOX. 

syndicate puyers Gint 

WING COMMAM>CR 1 GUIDE BOOK 



15*9 
1399 
9.99 
9 99 



PEA TCLiP (JOLI 19 94 

SIMOTY 19-99 

3TREETFSACEH Jl 61 

SECRET OF MANA :23.99 

DONKEV KONG COUNTRV 49.9 




JOYSTICKS S MICE 

swift Tuago JDYPAD 
rtTHT^FJO FIRE & 

AUTQFIRE 



co*flPETmo« pro extra 

C.UEAP BABE, 

MOWOWtOHED WITH 

AUTOFIRE 

lt.99 

QUfcCKSHOT 

I J7F PyTHOht WITH AaJTOFIRE 
BlH 





FREEWHEEL STEERtNO 

wheel ii.'.'. ia_; surs 

MOS" DRIVING CA^ES 
21.99 



UI'LLIAI' 

BW 

MlCROSWITCHED WTh 

AUTClFIFtt 

I1M 



SCORWOH PUfi AROADt 
STYLE WITH TURBO FIRE 
10.39 




SAlTEK MEGAQHIP 1 WITH 

ALTQF RF 

11.99 

KOMIK 

SPEECKiNO 

..OYST'CK 

WITH 

AUTOFi RE 

tIJl 






□ 



ALFA MEGAM0U5E 4CO 
4DO OPl. HUGH QOALITV 

iaonjse 

12.49 



EKUPSE MOOSE. 

MICROS-WITCHED 

290 DPI 

lO.Sfl 



□UICKJOTJETF1GHTEP 
MICH0SWTTCHE0 ALITOFIHE 
1299 



SLIK STVCK 
JOYSTICK 



4*> 



KONtSl 

SPEEDKINO 

ANAL 0(3 IK 

NABLES PROFOflTirjNAi. 

OOhTFtDL OFt -SUITABLE 

SOFTWARE AUTOFIRE 

14.9? 



m 







□ 



OUICKjpv FOOT MfiAL 'WORKS WITH 



MOUSE MAT WITH 
SPONOE RACKINS 

■1V-) 




CANNCf. F'JULlE'l .. ..4ft94 

JOHN MAOOEN 93 9.99 

M-LFA 93 ICE HOCKE.Y 14 99 

KEY1N KEEGaN PlayEH MANAGER. ... 19.99 
MORTAL KOMEAT 1799 

CALL SALES FOR 

FULL OETAILS OF OUR 

PRODUCT RANGE 



ALFA OPTICAL MOUSE 
3DWJPI. NO aAQVING 

PARTS 'i/EHYSMOOTH 
2S.99 



PACK OF SO SPECIAL 
RESERVE 3 5" DSDI J 
DISKS WITH LABELS 19.99 
PACK OF 1ft SPECIAL RESERVE 
3 5 ' nsnu ciiSkS 
wtth labels * free pi Asnc 
flip igpoiskbq* it* 

PACK OF 19. TDK J G" LlfiClll 
DISKS WITH LABELS 7.99 

J 5" 04SK HEAD CLEANER SM 

HIGH DENSITY DISKS ALSO AT KEENEST PRICES 
DELUXE OiSK FJOX 
HOLDS 1 20 9U 
OISKS.WITH 

L1IV JLF-S 
l.BA 

CD WALLETS 

WITH INDIVIDUAL PADDCO POCKETS 

IDEA^ FOR USE IN HOME OR CAR 

441 CAPACITY. . 13.94 

24 CAPACITY ..9.99 




- -- ■" 




B ALL PRICES INCLUDE VAT 

SUPER AMIGA CD | 
SX-1 BUNDLE 

ALL THE 'OtliftfihC FLEXIBILITV' 

7F AN AMIGA AiSCU COMBl'liU 
WITH THE CAPABILITIES OF A CD32 

COMPRISES 
-CD32 CD CONSOLE 
* Sx. 1 EXPANSION MODULE 

I* external sur raw urive 

*KbYBEAHD WJU5E .K5YPAD 

PLUS MICROCOSM. GANNON 
FODDER, LIBEHATIOH. PROJECT 
X, ULTIMATE &ODY BLOWS. 
OSCAR AMD DIGGERS 
IDOES WOT INCLUDE MOLSt MAT. 
MCfllTOH DH tVQHKEEM^HflrSKS:. 
UPGftADLABLE BY ADCNHQ. 
• EXT PlA 4 MEGABYTES C*= RAM FOR SX 1 !1ES.B*| 
• INTERNAL 2.S - HARD DRIVE IA1200 VEHSJCHJ 
- FULL MOTION VIpeQ i"5TD CDS FMV CART) 
SUPER AMIGA CD SX-1 BUNDLE 210 MO.uCr 

AMIGA CD32 

CD BA,SEdCD*l£OL£ IrYFTH AIEDO 

k-bit pgwEH 2« uj c&.ol-rs 

FTBMAPALLETTECflST 
MLUQN PMB RAM. FAST U MHl 

*aow processor plays augio 

CD's VIA OH SCW6NQI5PLAVANO 

3I&TAL VIDEO CDaWITH 

C*T|0NAL fPJW ADAPTOR FIALY 

EXPANOA.EJ.E WITH OPTIONAL SIC. I 

MODLLE TO*II,CVi KEYBOARD. 

DtM URIVES WD OTHER AM<SA 

PERIPHERALS "O BE CONNECTED 

AMIGA CP-J2 CRITICAL ZONE PACK 220,00 

VWTH WCROCOSM CAnNOI PO&tlER. LIE1EHATION. PROJECT X. 
ULTIMATE BODY BLCW5. OSCAR DIGGERS ANDQAIE PAD 

— VERY SPECIAL DEAL ■- 

ADD A PLUS THREE PACK ONLT WHE 
VOU BUV A CD32 OR SUPER AM IGA 

PLUS 3 PACK FOR CD32 ... J9.9S 

CONTAINS ONE COMMODORE 

CONTROL PAD. ELITE 2 AND 

TRIVIAL PURSUIT CD'S 






COMMODORE 

CONTROL PAD 
FOR CD-33 
13.M 

DYNAMICS CONTROL 
PAD FOR CD3i 

SX-1 EXPANSION MODULE 

FOR CD-32 „ ,,, ,„ ... 194,89 

TRANSFORMS GD-32 INTO A FUUV 
FUNCTIONAL A12D3 COMPATIBU 
CDMPuTEH AUOVHNG CONNECTION OF 
EXTERNAL FLOPPY DRIVE. INTERNAL AND 
EXTERNAL I DE HARD. DRIVE KEYBOARD 
MDDFJM.gERIAL DEVICES. PfllNTEHH HtiH 
MONITORS AND-.JP TO 8MB MEMORY 



KEyBOaREmyyhite;. foreix-i jfl.W 

a MS RAM FOR SX-1 OF) A4O00 11H*i 

&' INSTALLATION SUITS A1000 AND Sfcl 




r_^ 



PHEWIEH CQM8I CENTRE 
FOBCO-JZitll 4S'W 

STRONG STAND FQRCD-K AND S/- i 
EXPANSION UNIT ALLOWING A NEAT 
AND riRYSVSTEid SETUP. MONITOR 
STAND AND SLID NG SHELF FOB DISC 
LOADING EASY SELF ASSEMBLY 

GOLIATH HIGH POWER SUPPLY FOR CO 33 . 4AM 

HGHfDWEHErJEMWATT POWER SUPPLY FAN CDOLlQ HEAVY OUT* DIREC T 

PLUG IDEAL FOR USElMOaNJUNCTfJN WITH SX-1 EXPANSON MODULE 



'RAP DOOR MEMORY EXPANSION 

»I2H. AMIGA FtAM - CLOCK FQR AjflO C« *X»- 

■ me amo plus Ra w upgrade - clock 

■ M3 A6XRAk"l..PGF«DE - CLOCK 

J ME BAM BOARD FOR AISOOWfTH CLOCK 

<M8« FPU MM PDA A 1 200. FAST 3BMHI FLDATINO PONT UAT*S A 
GHAFHICS AGCELERATlC* COMPATSufc WITH QVEHDWVE HARD DRIVES . 

LEADS 

RWlDS'lin- INTERFACE FORAMIDAOH ST 
FULG5 MOUSE AND..QYSTICK rvTC IfiL PJHT 
SCART LEAD ■ AM<5* COM TQTVWTH ECART 
SCAHT LEAD ■ AMGATO TV WITH SCHFTr ^put 
TV LEAD - AMIGA CD-32 TO SVhS TV OR 1 Off. 



. .3S38 
■1»W 



13 W 

..i.n 

I 5"' 



POWER SUPPLY 

OOuAlfc HI*M "tWER SUPPLY FOR tUHU ~>.Qn r<jVrf_RLC' 2W WATT 
=OWEfi3UFPLVFQR A*JY AlaG* IDEAL FOR iMiaAE'AMTH HAROOSSVES. 
I"'"* MtWORV. AGCELCRATORSOARHORANv OOrtLftfULADDCf,- 4944 
ZYDEC AHieA*0*l**UP(VY SPECWLCOOL FuJ^WNCj TRMiaFORLSEfi JI» 

COMPUTER CARE 

DUST COVER FOR *OCO|.U«*( PRINTED CCLEAHI ....... .....AM 

CHJST COVER FOBAianO;CLEAHP^CT; £4f 

DUST OOVEH FOflAooOlCLEARFYCI- . S.4B 

DUET COVER FCfl A5«l OR ATAft ST iCLEAR PVC) . * IB 

DUS" CO VEH FOR HC*jrTOH ICLEAP PVCl EM 

CONTROL CENTRES 

MEUCR UNI-CtNTRE rOH AMIGA. STRONG, UNIVERSAL STAND FOR 
DCMFljTEH, MONRW 3TAND *«0 SHELF FOR EXTSRNAL PE«<"HERALS M,W 
:l«B UNI CEVTRE PLUS F£T«A |MC€: , 44.H 

DISK DRIVES 

EltrtRNAL 2.5' DRIVE 

FCC 4hv AM.O* iH <ij( 1 

iENWECHAMSM SSOK FORMATTED 
OLJIET HIDK DUAL ITV. SliM u>y£ CClCa* 
MA't^LU MET4L C45E 4Mj LONCi REACH CABLE 



49.99 





INTERNAL Si BOH QAlVB f OP *»» , An 

IrJTtBMAD* CXSKDBIVEFORASOfl QHA134C « 3D 

SOUND SAMPLER 

TECHNOWUHD TUHBO 2 j 
IF.Al, TIME SPECIAL LM LCT.5. WOHK.5 WT-I AN- iWlflA 
I MSRAWPtUURED. I 
9AM I 
FRAME GRABBER 
HOOPiAl w*t colour onmsER 

IJ B>T REAL TIMF FRAME Oftlle^^i^ti f±-EM DBITIEES 
SlNIJLL ' HWEiORAhlMATONSFRCM WOCCSCLlClCE 
SUPPORTS SJ RTlLtANLl *Gs* SCREEN kODE5 
IMJt 

SCANNER 

ZYDEC MAMClV iCANNEH FGR ANY AMIGA 100^00 DPI KG" | 
QUALITY RESCVliTlON. (id SIMULATED GHEYSCALES 
INCLUDES DAAT4SCAM CHO SC* TWAHE 
HUH 




nuin# 
Intel 
DX2/66 
Trace 

•WT fh 
rubral «X 
dilp - HOT 
ihff ilewcr 
0*2 50 chip 



CcnuifiA 
5am«ung 
*«"*■ hvs* 

560 MB 

hard dri*« 



COMPLETE MULTIMEDIA 

486 DX2/66 PC 4/560 

999.99 



Cvnulnc 
Pana^onii 
Dual Sp^cd 
CP HUM 
nHin*rlEffJ 
"rcctk)r lo 

1«r full 



HEAVY discounts 

HUGE range 
10am to 8pm Daily 



Ked&UAe- 



PRICE 



MEMBERSHIP 



(1174 



Full O.IB 
Dot Pitch 
SVGA Monitor 
to MPRII anil 
powrrfwl 32 
Mr yrophifx 
■cceilcr^xtaf 



01279 600204 

lOfdftr bjr hi on 01279 72.6M2 ■ well Fai back to mnfirm rweipt 



Ganulne 

Microsoft 
Software 

Bundle 

f-hII|) worth 

■ver 1230 

AND i* ur 

9t a Ikwiua 



THIS PC HAS EVEflYTHING -FULL SPEED 
FULLY UPXJRADEABLE - FUTURE PROOF 




*> * J 



• Trust 




WEONLV SUPPLY 
^tF-TjaniKimou'U 



T1I1ST 4o« PC MINI TOWER 

'MID TOWER CASS WITH FOLffl ORlVt H4-H 
- INTEL iM PJQ.16S PPOCESSOH 
IUPQPADEASlE TO PENTKJUtl 

■ Fast [3 mS ssr mr habd raive 

■ 4 MB RAM UPGFiAG€A£LE TO 64MB 

■ FAST 33 SIT GRAPHCS ACCE.gRATqR TTJ SY3A 

■ ■ MB VIOEO RAM UPQRADEABlE TO 5 MB 
' 25CK CACHE FOR FULL DX2.«i POWrH 

■ 3 IJQCAL VESA BUS SkOTF ANR SlV IJA SlQTE 

■ SAMSUNG 1-ITLOW HAD 028 DOT PITCH 
SVGA MQhlTOR |! YRQh SiTE WAflHANTY'i 

•lIKIiEtHiEYKlAHD. MOUSE i MAT 

• CREATIVE SOUND BLASTER 16 VALUE 
SOUND CARD |3DQ COMPATIBLEI 

• PANASONIC 563 DUAL SPEED 
CO ROM DRIVE 

• STfcRFD. SPEAKERS 
•MS WINDOWS 111 ANDMSCOsf.?? 
■MS WdFMCS 3 INTEGRATED OFF CE iJlTE 

• US MONEV HOME ACCOUNTS PACKAGE 

ARTA 95 FABULOUS 
ENCYCLOPEDIA ON CD 

■ MS 'JANatHCUK CHEATURES 

■ M5 SCENES SCREEN SAVEP 

■ FQOP CLASlC GAMES MK CvDI F 
CIVILISATION, ELITE E AND LEMMIN'35 

•1E MONTHS WARRANTY 
-ii HOUR PEllVERr TO Ll« MAINLAND 
SUBJECT TO STOCK 

TRUST OPTIONS i - c*&&kumwm ek vat inctvat 

OPTJOM 4 • WITH * MB RA.M CHIP (3 SPARE FtAM SLOTS'! 99S-59 1170-99 
OPTIOH ft » WITH fl MB RAM CHIP |3 SPARE RAM SLOTS1 T102.97 1295 99 
OPTION 1ft -WITH IB MS RAM CHIP 13 SPARE RAW SLOTBH27S.1S t48S.4fl 

•Q ■jPEEDCDRDM JRHEQPTJOU AVAILABLE ■ JUST ADO. t«fl WftUWHS VAT) TO •»!?¥£ PRICES 



OVERDRIVE V.11 CD ROM 
FORA1200 



-■ 



.„ 189.99 



EjTTERNAl CO »0U DBlVt COMPLEtt; WIT- INTEHFACE lPL.CS 
NTC-FCMCIAPClFfTi HUNS WOST ESlS T ^U CO-M SOFTWARE 
PHOTOCD. CD AUDIO ANOCD^GDIECS m„8lf SPEED UULTt ^*^ 
SESSOhDRVFuWT WTM MOTWlSEi THAY .OADING. COMPLETE™ 

WITH riTE^AL FOWER5UPFl.YA*CUTl,lTlESTJRH'EflSC"S« 

AMGA AND CD ALlClO CAN BE MME3 1 ^EA^I rtABRANTY PLEASE 

NOTE SOWE T-<RD PkHTY TRAPS03P pflCELERATOaB CA 1 ! 

PiSaBlL Tl|t QWEBHSVECtl rtE C«LY EEll ^QHPATflu- RC*ROS 




#nASSlVE560«», 
FQK2A999 



d 



M FOR AI200 

OVERDRIVE V.6 HIGH SPEED HMD DRIVES 
FOR JU2QO AND AbOO 



THE FASTEST DRIVE LV4R HtulEftEDEYCU' 

Ji' QUALITY IDE HAHD PRIVE AVERAGE ACCESS TME 

12M3 STYLED TO MATCH AWGA. EASY .MSTALLATQT, 

PLUGS INTO PCMCIA SLOT AO TOOLS AND 1 Y1EAR 

WARRANTY ,;NOW FOP AMGTOO) 

. . IB4.35- 
. 2*9.94 



OVERDRIVE V.i lfD MS EXTERNAL HAHW DHIVE FORI AMIGA AiSOO OR AflOQ 
OVEHDHIVF VEAiDMEJ EXTEHNAlHARODRIVtrOflAMKiAAIjaaClRABOCl 
OVERDHIVE V.flMO *IBEnTERNAL HARfJ DRIVE FQR W Cii, Al SCO OR. WOO.. 
INTEflMAL HARD DRIVES FOR AMIGA A 1200, A6M A SX-1 
HARD DRIVES- HKSH Speed? 5' drive 15 I^S ACCESS TIME iAPPROai 
1 YEAR WARRANTY KIT COMPLETE «ND EASY TO, FIT. OFIIVES FULLY PREPARED 
NOTE THAT OPENING VOUH AMIGA MAY INVALIDATE THE WARRANTY. 

INTlfiNAL DRIVES. FOfl A1 JOfJ OR SX-1 INTERNAL MIVE.S FOR AMIGA A&Ofl 

FJ MB V/TH 31K CACHE HTM 64 MB WITH 32K CACHE Hf.SS 

SOMB WITH &4K CACHE 1»,M BO MB WITH 64K CACHE . tfl.W 

1 20 MB WITH 84K CACHE 1543« I ?■! MP WITH 64K C^CHE ........... 144.64 



282.99 



MICROVITEC 1430 
MULTI-SVMC MONITOR 

FQR ANBOA A1300'AJCOOOR PC. WITH STERtO 

SPEAKERS AND AMIGA ADAPTOR EBDOT PITCH 

RESDLUTJON.IS PIN ROB LUN PLUG. SUITS ALL AMIGA 

AOA ANO ALL PC SCREEN MODES TO SVGA 

1 VEAH WARRANTY 



WTHFtH 
SPEAKERS 



EMBEH5 BUT YOU CAN ORDER AS VOL JOIN 
9* Cotaur Ot* h^guine Di-morrNy Eoct- i55tjt 'B^aws n 
w*citon Iror, out tcdenfrva iwqb MrJ netudes al \mmi E30 vhitii or coupore I,;, 
•AlAOnBl mingi on Inn praduaa. Umtfa, »■» unjtf i» HUrjatan LO buy arYlnng 

MEMBERSHIP FEES IK EC WORLD 

Mf TSAHiiMOHTttSl 7.00 UMI 9,00 KM) Jf.0Off.MJ 

One )«s' puce meuxs at issues cl 5a«isl ROEne n-jgni r* with Si bx ni xS csumis 

Alpiicva htciuSb vAT and 2-3 wtxtlng day carnage iu UK m^iniinci 

ScR^aie and pefipnerals are sen! by pen, hardwBne rjy wm(e Arrow 

Altew ane 01 rwodaya. lur prucemng aryj -t,5[iE»1i:n oi sloch 'lems 

W# asi.M ognnrrniiiDriE Dl all orders reosivad 



OitrMS ftrdtri mull b. paid rjy cr«HT. card 

Ha«**arB ilons IttaltufY' gf mains) arfl OTlly supplied «5 lt» UK manlsntf 

OvtrMMl lurcharga £J.(W p«r sjTwanB stETT Of 25^ «1 OllWr iWrTl* 

LEAK 
(BLOCK CA0ITALS pMMi 
Mame 4 Ackiwss : 



I 



Phone No 

Eftler membership number (if applicable) or 

MEW MEMBERSHIP FEE I ANN UAL UK 7.D0J 



_Poafcocle 

i"«fh: pkw W" WW or CD ROM 

MacHina 



ant 



ile.Ti 



Dm 



Icru 



Pkws* uh TNs box in Hirkj any optional last deHvarv Ciarga 
in Cliw RmI 4Qp per poaiad nen- si £10 hUrdHIIJ 

ALL PRICES INCLUDE UK POSTAGE & VAT 

Chflquft''P.O/Acees5,'Ma5lercELrd; , Swi[crv , Vlafl 



-RF I3IT CARD 
EXPIRY DATE , 



SlGNAI JHt 



9WI-CH 
.|ISSUENO_ 



h««A» payables SPECIAL RESERVE at 
P.O. BOX 847, HARLOW, CM21 9PH 

lf!frerJtH r ir^r-4 PaVRM MIhiIImy riaj-ME* H.rHrrililr- PiUBVS ptKTW Lu :!"«* m*zb\*t 

. PRICES CC*«ECT AT TIME OF GO«£ Tij-PHtiS 27.02 » E J O E 

iriHr-UHlIDH \JA Z Soiiltl BOOK Tw Mahrf|i, E-i-rvL(-il^*<v4>^ti l-^rf? CU2 1 ' FJKa, 




HUGE range of h&rdwarE vuliwarc. ■*■■■ 

brjohi nenprteril-s ami lead's lar 

PC, CD Rom Airnflj, CDJ*. Saga. ™" • 

l*n1=nda Alan. Apple. S«sny . Ph.lipt and 

30O. All OtnetaJ UK pmOUdt, Sll Jl HEAVILy OjscnuntcrJ prifvt 

Order by POM, Or by phone or come to ORe at On Special Pesetve 

OPEN lOom tfllpm CLUB SHOPS TDaTJaWI* 

43 Broomfietd Rd CHELMSFORD n«ar (he bus alalian 

The Meltings SAWMIDGEWORTH niri^i^iri tt*M><i 

Over 250,000 people hove joined Special Reserve 



near ihe bus aiarion 



CITIZEN ABC 24 PIN COLOUR PRINTER 

FREE PRINTER LEAD MA QB 

FREE E AS V START i^^.tt 

SOFTWARE 

?+ PIN. r» COLUMN. 19ECPS'B4LQ. 5LCV1 

ORAR FOr*T. 2 yEAR WARRANTr 

THE EASY TO USE FAINTER 

ABC MONO PRINTER 134.99 



fcj 




OOOt) BUDGET COLOUR 




239.99 




SjlCKliHUr iQUNLMATF : F,TFRF.n BPEAKIM 
FOR AMIGA. CD-ffiORffFSONAL STEREO VOLUME AND 
BALANCE, BASS AND TREBLE BOOST -IVj-4'iY WJ5C 
17.39 

4CREENBEAT J STtHSO SPEAKERS 

FOR AMIGA. CD33 OR PERSONS STERCO 

IUt 

SCREENBEAT MAINS ADAPTOfl FGP E.rRFENBE^T SPEAKERS . . T.t» 




CITIZEN PRQJET IIC COLOUR 
INKJET PRINTER 

300 OPI HESOLJTION 

MNOI2LE 3D COLUMN WJ'E' V*T 

12n,GP5LO 3 5CALEABLE FONTS. 

LOW PUNNING COSTS A«D £ASY TO USE 

1 YEAR WARRANTY 



ALL PRINTER PRICES INCLUDF CARRIAGE VAT AND FREE PFMNtER LEAD 

PLUS DIGIT A PACK 

WORDWORTH SPECIAL EDITION & HOME ACCOUNTS 1 J. 0Q 

FOR ANT AMIGA ONLV WHEN YOU BUY A PRINTER ... I *Ta33 

CANNON BJC-JOOC COLOUR NK JE1 HRI&.TER hi NOZZLES 8 PPM 33* 99 

CANON Ey-JOO. HUBBLE JET FfllhTTER. 24BCPS. S TYP€FACES 123 99 

CriZEN TRACTOR FEED HT CQRCiTlZEN ABO PFBWTER 36 99 

ClTlSEH OOT MATRIK PRINTER DRIVER KIT FOR AMIGA.. it.,... tJ-Ofl 

ObiT COVER FOR BO COLurjW PRINTER ICLEAR PVC) SOS 

PFUNTEH STAND FOR AUY PRINTER gqg 

caMPHEHENSIVE RANGE OF RIBBONS iN STOCK - PLEAS* PHONE 




elcome, dear friends, to our new- 
Look Contents' page. We've all 
been on a course, you see, where 
3 lovely lady called Margaret told us politely but 
firmly that 'it looked crap', and we should make 
it even more readabler. Et veils, la resulte — 
un, or, completely fresh approach lo 'Contents 
J technology' Being the sticklers we are for pro- 
fessionalism and never hacking the edges off comers, we also decided 
to rearrange some other pages. So, for instance, you might notice that 
each section is now colour-coded for easy reference Our friend Marge 
also informed us that the term Features' is completely arse, and 
doesn't mean anything to the bloke or talokette in the street. Aside from 
making Harry's new title features editor' a bit of a joke (put your hands 
together for the erstwhile 'prod'}, it means 1 can proffer two utterly 
new, and yet familiar, sections. Our April menu' starts with Nibbles' 
(things to get your ta*te buds racing}, and finishes with Rhubarb' (to 
sand you on your way with a nice full tummy}- Quite what next month s 
theme will be, God alone knows, but I can promise you that The One 
will always have a beginning and an end. and that between all thi<. 
designer frippery lies the same informative, sharp and yet, slightly 
puerile commentary on the fantastic world of Amiga games. 

AndyNuttall. 
editor. 



GAMES FEATURED IN THIS ISSUE 




AKIRA 



AJUIBERMOON 



BALDIE5 



CHAOS ENGINE 2 
DAWN PATHOL 
EXTRACTORS 
FINAL OVER 



IT5 CRICKET 



LOST EDEN 



PLAYER MANAGER 2 
SKIDMARKS 2 



SPERIS LEGACY 



REVIEW 



REVIEW 



REVIEW 



REVIEW 



REVIEW 



REVIEW 



SOCCER SUPER STARS REVIEW 



SUPER LEAGUE MAN. 



REVIEW 



SUPER STREET FIGHTER 2 WiP 



Street Fighter 
II is back and 
this time it's 
Super! 
Mercifully, 
though, it's not 
calafragelistic- 
expialidocious 
into the 
bargain, which 
would have been 
a bit of a bugger to 
squeeze onto the cover. 



e 



BOOT SECTOR 

This month's 
coverdisks will 
improve your sex- 
drive — a doctor 
goes: "BANG!" 



NIBBLE 



«12 
JH14 



8 



HEWS 

The One salutes Lt. Comman- 
der Sir Marshall Warmington 
3rd Bt, who died aged 84... 
Commodore spends millions 
on big new Amiga! Nuttall in 
completely 'ears' anagram! 



A 

20 
24 



18 



Stone me, it's snowing! 



50 WE BANC THE 
GASBOARD! 

SWOS has come in for a bit of 
stick since its release. Sensi 
MD John Hare faces your 
music in our 'Letters Special' 

AND IF LOOKS 
COULD KILL 

Our contention is that fash- 
ion fatalities abound in BEUs! 



iil/j^ 



26 
28 



REVIEW 



YOU SPILL MY PINT? 

Super Street Fighter 2 threat 
ens our Matt in a pub. 

TYRANNOSAURUS SEX! 

Dino-things invade Gar- 
den of Lost Eden ! ! 
Would you 
Adam and 
Eve it I 

SWEET F.A, 

Player Manager is back! And 
this time it's not Raymond 
'Butch' Wilkins. 

CHA05 SERA SERAI 

The fourth good poke about 
under the bonnet at El 
Bitmaps Chaos Engine 2 

I And y Nulla II included) 



30 




TOUPEE OR NOT 
TOUPEE! 

That is the ques- 
tion Baldies 
everywhere must 
answer. Slap! 

SPERIS ODYSSEY 

See a box of ZeWa-f flavoured 
disks actually being made! 






•nxSJbi "tF- 


■£ 


* 



34 



LARA LARA LAUGHS 

With Team I7'» 'Sensible' 
new cricketing test, it'll be 
the Final Overt 



'ii»il "III' rthnili t jftnfc.7.-'' -mm* 



I imi* [[■'■iiiiii 



■ _ - . - -■— ■« -T.^ --. ^ 



APRIL I 9 9 S 



\ 
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UPDATES 



JQ UPDATES 

jQ Dragoiristonc... biker sues dot- 
men for unfair dismissal I 

ff.j± Benefactor... mysterious 

_ ' , green philanthropist 

it- ■ ' elopes with mi dqet! 
Pr Aftfcj 



Sitetetofl Kreiv. 
■ i—" remain to man 



«**!■ 



doomed game! 



38 

42 



SKIDMARKS 2 

When all's said and done, it's 
a racing game isn't it? Ah r 
but, fs it an excellent one? 

EXTRACTORS 

I like to call a spade a spade, 
er... but this one isn't 
Diggers. Quite. Oris it? 



50 



52 




SOCCER SUPER 
STARS 

A pleasingly alliterative title 
won't save a crap game from 
getting panned. Or will it? 

TFX 

Hello! It's another f fight sim, 
only this time you are in a 
great big sod-off jet. Discuss. 



* 
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AKfRA 

Read the books, seen the film. 
puked copiously over the 
game? Made in Crapan? 

SUPER LEAGUE MAN. 

Anarchy! More football 
league management. I bet 
you can't wait, can you? 

DAWN PATROL 

The same old Soelkes from 
Rowan, or a totally different 
waggle of the joystick? 



54 
56 



ITS CRICKET 

No it isn't. Though it some- 
times looks a bit like it. Or 

does it? 

AMBERMOON 

An RPG from Germany. 
That'll be a right barrel of 

laughs, then. Or will it? 



REPLAYS 



60 



REPLAYS * 

Frontier ... B raben 's go Id en 
goose lays tragic space-egg! 
larsssk Park,., "di no-doings a 
health hazard!" says Millwall 
keeper , , , Heart of" China.. . 
breaks more easily claims GP. 



62 

64 

66 
68 
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swos 


Tfl 


CLASSIC TIPS 


Bought John Byrne lately? 


70 


F.G and a sliver of 1, 


CANNON FODDER 2 




SNIP TIPS 


Kili aliens', about sums it up, g If 


How to prune Theme Park, 






among others. 


BLOODNET 






The fishing quota game. 


75 


GAMES SURGERY 

With Harley Street sturgeon. 


LEMMING5 3 




Matt Mr Tips' Brought on, 


Aston Villa 4. 




who 'knows his eggs'. Doh! 



COMPETITIONS 



WIN A CD32! 

Acid Software coughs up a 
CD32 and £100 worth of 
games for you to win! Yuk! 



77 




WHOOOOSHI 

Win a fab accelerator card for 
your At 200 (worth £450! } 
with Ocean and TFX! 

FANCY LEAGUE 

Your last chance to enter this 
brilliant SWQS competition. 



80 

88 
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PD ZONE 

Amateurs! Amateurs! 

THE ELIZA FILES 

Scoop! MicroProse's Jason 
utton was 'Marine Soy'! 
Can there be more embar- 
rassing revelations? 
Gleep, Gleepf 



86 

90 



RECOMMENDED 

Marrowbone! Plus: Why 
trousers work! And: Sweet- 
corn — the truth! 

NEXT MONTH 

Is May, And will you prance 
around my pole when the 
buckthorn is in bloom? 




■ - • •• w 



OOT SECTOR 






FF! SOCKOM THWACK! 

OOGHVA!!!! Indeed, I have 
many exclamation marks at 
my disposal, and I'm not afraid to 
use them! The Amiga really does 
seem to have gone beat- r em-up 
bonkers of late, and if Mortal Kom- 
bat 2, Shadow Fighter, and Super 
Street fighter 2 aren't enough to 
make yog dribble 
down your shirt here's 
a new jobbie from 
Thalign, quite literally 
out of the blue. 

Once again we have 
a right old exclusive up 
our sleeves for you 
lucky The One readers, 
and though this seems 
to have appeared from 
nowhere, it certainly 
looks promising at this 
early stage. So grab 
yourself a joystick, 
load up this little darling, and in the 
best beat- em -up tradition, thwack 
the cack out of the CPU opponent. 

There's really no need to explain 
how these games work — it's all in 
the wrist {as they say), and you'll 
probably have more fun working out 
the moves for yourself (well, it gets 
me out of having to explain each 
and every one anyway, doesn't it!) 

As is the norm, by using the fire 
button and the eight joystick direc- 
tions you can access a variety of 
moves, although there are a few 
rather more special combinations 
(that I'll explain in just a 
moment). 

So that's it really, folks. 



Punch, kick and jump around the 
screen, and above all have a damn 
fine time. Anyway, here comes the 
special control summary. Enjoy... 



FISTING HELL! 

TO THROW: Get up close, and push towards and 
fire. 

LOW FIST: Down, down/towards, towards, ^* 
fire. (Can also be done while jumping). 
HIGH FIST: Down, down/away, away, fire. 
SLIDING ATTACK: Away, away, fire 
UPPERCUT FIST: Towards, towards, fire, 
SUPER ATTACK: Away, away, away, 
away/fire 




Due to the large number of 
duplicate disks made, the 
odd fella just sort of spins 
around in your drive to no 
end. If you're unlucky enough 
to get one of these, please 
except our humble apologies, 
but PLEASE PONT SEND 
THEM TO US! Instead, send 
then to this address with a 
SAE for 28p: 

The One Coverdisk Returns, 
Diskxpress, 
Unit 7. 

Willow Court, 
Bourton Industrial Park, 
Bourton-On-The-Water, 
Gloucestershire GL54 2HQ 
Once you've done this, grab 
yourself a nice thick book, and 
wait by the door. If you think 
your problems can be solved 
down the phone, call the 
Diskxpress helpline on (0451) 
810788 between 10am and 
5pm on weekdays. When I was 
a child I caught a fleetin 
glimpse, out of the corner < 



Small Print Bit 

1. Whilst we here at The One 
make every effort to check the 
coverdisks for all known virus- 
es, we can accept no responsi- 
bility for damage caused by 
viruses which may hav? 
escaped our attention. 

2. The One and its retailers are 
not liable for any unnotified 
changes to the contents of the 
coverdisks which may occur. 
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BOOT SECTO 




He s had the flu! He's had a cold! He's even had a cough! Matt Broughton truly is a m 
who knows no boundaries, and to top it all, here he is with Boot Sector! How can one 
man be so lucky? Simple, just become deputy editor of The One. Boom boom! 
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LIGHT OF THE AMAZON 

UEEN 

enegade 



FLIGHT 
AJUIAZO 

Renegade (Needs 1Mb) 

ello! What's this? A nice 
graphic adventure! Well, we 
don't get many of these little 
beggars on the Amiga, but when we 
do, they're generally worth the both- 
er. Beneath a Steel Sky was about 
the last truly marvellous adventure to 
appear on the old Commodore grey 
bo*, but Renegade has got some- 
thing special up its trousers, and sod 
me if we haven't got a rather large 
piece of it! 

Fortunately for me r there's a nice 
big intro to let you know what's 
going on here, but in the best adven- 
ture traditions, it all revolves around 
making use of the various items and 
characters found along the way. 

Point and click between the action 
icons in the bottom panel and the 
items on the game screen to perform 
a number of different, er... actions, 
and feel free to experiment 'til your 
heart's content. 

So that's St, I'm not going to give 
you any dues {cause that just spoils 
the fun — and I've got my own 
surgery for that sort of thing any- 
way!) but let's just say that there's ] 
something 'a bit fishy about that ele- 
phant in the saucepan'. Yeah. I think . 
you know what I mean. 
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1 YOUR DISKS 

1. Peel the disk of your choice 
from oft the cover front and 
remove it from thine bag. 

2. Insert it into thine hole and 
turn on yonder Amiga. 

3. If the cover demo be Flight Of 
The Amazon Queen, read my 
beautiful box out above. 

4. If the cover demo beX- 
Fighter, er... have a nice tji 
beating people up. Ta-ra, 
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Perform 
selected 
action/ 
Walk to.. 



Perform 
Move suggested 
cursor action 
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.OADING FOTAQ 

Alright guys an' gals. I know this 
is a bit spanner-like for The One, 
but because this demo is so 
I impressively huge, we've had to , 
compress it on to one disk (that 
way you Still get two demos for 
your money — aren't we kind to 
you?) so you'll need to have two 
spare disks at the ready to de- 
compact this on to. Ready? 

DISABLE ANY HARD DRIVES 
IN YOUR MACHINE OR If 
WON'T WORK!' 

1. Insert your Flight of the Ama- 
zon Queen disk (DISK B) into your 
drive and turn on the power. 

2. The Workbench screen will now 
appear with two enormous icons J 
marked 'FOTAQ 1 and FOTAQ 2' 
First use the mouse to double- 
click on the J F0JAQ V icon and 
follow the on-screen prompts, 
inserting YOUR spare disk 1, and 
swapping when failed upon to do 
so, until the original Workbench 
screen re-appears. 

3. Now do exactly the same, only 
with the FOTAQ 2' icon and YOUR 
disk 2. Do what the screen tells 
you, and nobody gets hurt, Okay? 

4. Once all this jiggery-pokery has 
finished, insert YOUR newly- mint- j 
ed disk 1 into the drive and reset i 
the machine. 



FLANNEL 

MY 
PANEL 



1. 


OPEN 


6 PICKUP 


2. 


CLOSE 


7, TALK TO 


3. 


MOVE 


8. USE 


4. 


GIVE 


9. CYCLE 
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LOOK 


INVENTORY 
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INVESTS MILLIONS 





Commodore 
UK's Maiden 
head HQ was literal 
ly awash with 'bubbly' today ^ 
after it was announced that the 
company is to launch a brand new 
computer, theA1(M). Commodore 
claims that the new machine will lift 
the Amiga out of the doldrums and 
carry it shouting and waving an 
enormous cutlass towards the rich 
pickings offered by the home 
leisure market. 

-The new Amiga is a bloody great 
dreadnought of a micro, and comes 
armed with 32 megabytes of RAM, 
a 1 gigabyte hard drive, 32- bit 
graphics card, 64-bit processor, 8x 
speed CD-ROM drive, and what's 
more it's finished in that nice grey 
we all know and love. Commodore 
has decided against including a 

fMCIA slot in the A(1M) on the 
>unds that it sounds 'too silly'. 
Delighted executives displayed 



the new 
mach ine 
triumphant- 
ly to aston- 
ished journalists, 
who had congre- 
gated in the foyer on 
the off-chance of any 
news on the the long-running Com- 
modore take-over saga. A spokes- 
coffee filter for the company 
declined to comment on rumours 
that the management buyout was 
nothing more than a bizarre plan 
cooked up by David Pleasance to 
keep his name in the computer 
press: 'Gurgle, gurgle, gurgle, plop' 
it went, officiously. 

Later however, a sparrow on a 
nearby roof confirmed that it had 
'dropped its load' on a large 
Japanese car parked in one of the 
directors' bays last Tuesday. Fur- 
ther details will be announced on 
April 1st. 



The T/ttte: 6:30pm, on Friday the 

24th of February. 

The Place; The Odeon, Marble 

Arch. (Posh eh?) 

The Reason: The fab 

multimedia premier 

of Street Fighter: 

The Movie. 

The Verdict Poo, 

On a stick. 

Report by Matt "and 

why not' Broughton. 



r... right then. 
Where to start, real- 
_ ly? The plot And why not? 
Well, Bison, a mad dictator-type, 
has gone a bit honkers in some for- 
eign country, and captured a num- 
her of Allied Nations workers, 
killing a few hundred sol- 
diers in the process. 




ames quality offi- 
cials at Britain's 
best, but tragical- 
ly, least popular Amiga magazine, 
have given a cautious thumbs-up to 
the news that Thai ion is to release 
a follow-up to the \ ion kingly pop- 
ular A 320 Airbus flight sim. Though 
emphatically 'not a game'. 
Approach Trainer is most definitely 
a sim, indeed sources not a million 



miles away from your 
Earth moon, claim that AT is 
putting the 'ulation' back aft^r the 
'sim'. Thalion UK's Tony King is 
claiming that sales of over 250,000 
for Airbus guarantee an enthusias- 
tic reception for Approach Trainer. 
"People loved Airbus," he told our 
reporter, beguilingly. "They would 
set up a flight from say, Seattle to 
Miami, and then go and make 
themselves a cup of tea — and who 
knows, perhaps even a cake, while 
the auto- pi lot took control for the 




hop across the continent. 
There are Airbus clubs where peo- 
ple discuss the finer points of land- 
ing at Schipol or Gatwick." 

AT sets out to re-create the 
excitement of taking off and land- 
ing at European airports. The idea 
is, you pick an airport and then 
practice landing on it, or taking off 
from it AT costs £25,99 (+f2.S0 
P&P) and is only available from 
Thalion UK, 145-147, Alcester Road, 
Mosely. Birmingham, B13 9JP. 
Cheques are payable to 'Extender', 



RPOO! 



American commander. Guile 
(played by Jean Claude Van 
Damme) is sent in to sort 
him out, and in the pro- 
cess meets just about 
every Street Fighter 
2 character ever, 
who have all 
(rather conve- 
niently) managed 
to be in the same 
place at the same 
time. 

Hmm, Well, you 
have to congratulate the 
producers for actually getting 
anybody at all to participate in 
this dreadful film, as well as man- 
aging to get them not only look- 
ing like their game counterparts, 
but fighting with many of the 
same characteristics (for my 
money — and very nice money it 
its- Ken and Ryu are the best). 
And so, in summary... 

1 , There's a very nice Stealth Boat 
in the middle. 

2. Chun Li is a serious babe (I've 
just never been . a fan of red 
tights). 

. 3. Jean Claude Van Damme 
doesn't sound American. At all. 

4. Watching the film just makes 
you want to go home and play the 
game ASAP. 

5. Though Kylie looks gorgeous in 
a tight vest top, she can't do an 
English accent to save her life. Or 
her career, as the case may be. 

6. Blank a is very, very, poor, 



if • *h * " l rf k 






■>■* uti it— i H*mntim afa 



E W S 




STOP PRESS...STOP PRESS...STOP PRESS- 



HAMSTERS FROM HE 



s already mentioned (in 
'Boot Sector' if memory 
serves; the Amiga has 
enjoyed a busy old selection of 
beat -em tips over the last few 
months. We've had Mortal Kom- 
bat 2, Shadow Fighter, Rise of the 
Robots, [well, 1 didn't say they were 
all great, did I!) not to mention the 
promise of such future titles as 
Master Axe, Super Street fighter 
2, and the mysterious X-Fighter, 

Well, add one more to the list, 
and prepare to be beaten up by 
Kung Fu bunnies, kick-boxing 
loKes, and wrestling bears. Brutal: 
Paws Of Fury, is a new release 
from Gametek, and having just 
done the rounds on the consoles, 
looks quite, er,.. different. 

Liking the stance of such car- 
toon classics as Tom and Jerry, 
Road runner and Wile E. Coyote, 
Brutal approaches the genre in a 
slightly different way, relying 
more on humorous animations 
and silly moves rather than the 
usual 'F'ame attacks' and gory 
effects that we've become used to. 

Being cartoon animals, rather 
thiin just knocking each other 
about the place, these little cud- 
dlies get involved in tons of visu- 
ally-rewarding antics such as face 
stretching, rubber-neck springing 
(and I'm sure that if you hit some- 



one with a hot iron, their face will 
go ail triangle-like too!) 

Features include instant replays, 
a tournament system, tons of excel- 
lent animations, and a progressive 
grading system where more moves 
are made available to the player as 
he progresses through the belts. Let 

tfie tQUr^-Jm""* htininl 



FRONTIERS 

f you think it's clever to keep 
flying between Mars High and 
_ Barnard s Star trading in liquor 
and Computers, now's your 
chance to get together with some 
like-minded saddoes, as the first 
euerfronfwf support organisation 
bursts into being. 

The brainchild of one Steve 
Minton, "The Frontier Users Group' 
aims to help members progress 
further by examining saved games 
and compiling tips. 

The only stipulation is that you 
must hold an Elite rating of at 
least 'Average'. Send a stamped 
sae, a couple of Frontier tips, and 
one or more saved games (to 
prove you're worthy) to: Steve 
Minton, 71 VUoodshutts Street, 
Butt Lane, Talke, Stoke-On -Trent, 
Staffs ST7 1LD 



THANK YOU MR SILICA 



~t hile many capricious 
softies are turning their 
pretty noses up at all 
things Amigery and declaring that 
they can "smell something a bit 
whiffy", other more more loyal 
companies are getting right behind 
the Amiga and offering it their firm 
support- Take Silica for example. It's 
great isn't it? No sooner had the 
new year eased its sylph-like form 
into the clinging costume of Febru- 
ary, than the Sidcup stalwarts were 
announcing a brand new eight- 
page catalogue, stuffed to the gills 
with toothsome software and 
scrummy peripherals. 



There's money off loads of span- 
nery-type things which we haven't 
really got the inclination to go into 
in too much depth, but incredibly, 
the catalogue also has some juicy 
game-flavoured morsels for you to 
chew too! Yes, it's money-saving 
offers a-go-go with Silica, with a 
whole f 5 off such fab titles as lem- 
mings 3. SWOS and Skidmarks 2\ 

Silica's new Amiga catalogue is 
available free to anyone who visits 
one of its 21 Stores, or you can get 
hold of a copy by calling the Silica 
m a i l-order hotline on 08 1 3 09 1 1 1 1 
Monday to Friday, between 9am 
and 7pm. Phew! 




LL DO 



ndeed it is not, ladies and gen- 
tlemen, so cast your eyes upon 
this spanking new Ooom-esque 
3D violence f est of a gam* 
Gloom. We've had various 3D 
Amiga games shown to us over the 
past few months, including such 
poo-flaps as Death Mask, and 
potentially juicy lovers as Aiien 
Breed 3D. but it mu st be 
said that this new prod- 
uct wees on them , 
from a great height. 

Live and direct in 
Australian team, Black ,' 
Magic (featuring Acid 
Software's Mark Sibly, 
and some other damn i 
clever people} Gloom I 
succeed*, where the I 
others have so far 
failed, by being the 
first such Amiga game 
to capture the atmo 
sphere and adrenalin of 
the PC success story 
with knobs on, Doom. 

We've literally just taken our 
demo off the modem, and by jingo 
is it good! Generally we have to go 
on PR reps' say-so, but both myself 
and Harry have just spent a good 



hour blowing ~ 
two-player challeng 
was pretty groovy t 

One of the best things about 
Gfoom is the level of detail, As well 
as the rather splendid intestines, 
cages, and miscellaneous body- 
parts that fry across the screen fol- 
lowing each death, the player is 
offered the choke of either a 
full screen with low resolu- 
tion (again, not some- 
thing we've been 
l lowed so far on 
Amiga 3D games}, or a 
/ slim-screen with hi-res 
action. There are also 
Other oddments and 
sodments, such as turn- 
ing the ceiling and 
p 

floor detail down to 
speed things up, and 
running on an un- 
ele rated 
.200 things 
;y spunky. 
It's a shame this has come in so 
late, because otherwise we would 

n ytni more to look at, hut 

needless to say, there'll be tons 
more in The One next month. Don't 
touch that dial! 
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Anozer waffer 
thin mint sir? 
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STOP PRESS,,, STOP PRESS... STOP PRE! 






kM ^ tta ^^ M ^^ 



E W S 



*^^ 




• Trousers all over 
Farringdon were flying 
at half-mast recently, when the 
death was announced of 
Lieutenant Commander Sir 
Marshall George CI itheroe 
Warming ton, 3rd Bart, aged B4. 
Warming ton, known universally 
as 'Pants', was born on May 26th 
1910 and educated at 
Charterhouse. He is widely 
believed to have been the first 
person this century to have the 
word 'Pants' coupled to his 
name in an amusing and clever 
way, Trie One would like to 
extend its sincere sympathy to 
the bereaved family, (source: the 

Oaify Telegraph obifi) 
9 The National Museum of 
Computer and Video Games is a 
must-see for all gaming nuts, 
especially those who fondly 
remember such ancient coin-op 
classics as Pong and Space War. 
The salad days of monochrome 
displays, paddle controllers and 
Space Invaders has long gone, 
but it's nice to know that there's 
now a way to keep track on the 
gaming past, Problem is, it's in 
St. Louis, Stateside — so isn't it 
about time some entrepreneur 
did a similar thing in Blighty? 

• In an unpredicted and 
unprecedented move, games 
developer Probe Software has 
changed its name. Not content 
with the god-given name it was 
blessed with, the Mortal Kombat 
2-producing company shall from 
now on be called... Probe 
Entertainment. Radical. 

• Back in the real world, The 
National Lottery has been 
blamed for shaving 2.26 percent 
off retail sales in each week of 
January, It seems the logic is 
that if people go out and spend 
£1 on a ticket, they're less likely 
to go and buy a new washing 
machine, or something. Plop, we 
reckon — and we're going to 
carry on spending our oncers in 
the spirit of hitting the jackpot. 

• The rights to Sensible 
Software's next three games, 
and an option on every game 
after that, has been picked up by 
newly-formed Warner Interactive 
Entertainment, The company, 
which recently acquired 
Renegade, has pipped Virgin, 
which many thought would like 
to build on the success of its 

Cannon Fodder titles. Sensible 
Golf, though, will still be 
published by Virgin. 
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More next month. Again. 



Glrjb.il EfflCl 


Millennium 


Hot Compatible 


SinwMmi 


Acid 


Ok*y 


Gunihip 2000 


Mitral* rose 


Ofc*y<- 


HeimdMI 2 


Core Oe;tgn 


Okay 


Humans 1 fi, 2 


Ganwtek 


Okay 


Impassible Mission 


MitraPrOie 


Mot Compatible 


Inlet national Karate* 


System i 


Okay 


James Pond 2: Ftgbrjcod 


Millennium 


Okay 


- . ■ ■■■--. Ppnd 3 


Millennium 


Mot Compatible 


let b i. • i k i 


KaipLiliin 


OkJy 


John Barnes Football 


Krisalis 


Okay 


Jungle Strike 


Ocean 


Okay 


Kirl Ch.icn 


QMMI 


Okay 


1 ,i:iynrlli of lime 


EA 


Okay 


LM4 Nl"| l J 


Sy*t«m 3 


hVC 


Legacy of Soracil 


Gremlin 


Okty 


Lemmings 


Psygnosis 


Okay 


Liberatkm: Coptiw I 


Mindscape 


Okay- 


LKil Divil 


Gremlin 


Okay 


1 oM Viking 


Interplay 


Okay 


Lnlu'i Trilogy. 


Orrmlin 


hVC 


M ri Utd 


Krlvalii 


Okay* 


Marvin's Adventure 


2 1 st Century 


Okay 


Ur.i n Arcnii* 


ICE 


Okay 


Micrucuiiii 


Piyqnmix 


Okay 



ULTIMAT 




sUJriiU 





aking a I ate substi- 
tution into the 
already-crowded 
football management genre, 
Impressions has announced 
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simulations. 

Ultimate Soccer Manager 
is touted as the "last word 
in football strategy games," 
and while there are a few 
companies in there with a 
shout. Impressions' game does 
boast some interesting features. 
Topical activities include match 
rigging, the chance to place heavy 
bets one your own team, and the 
opportunity to offer 'bungs' to 
other team managers in order to 
get your player. Hmmrn. 

Gimmicks aside, USM lists, ren- 
dered graphics, interaction with 
players, and press conferences 
among its features - along with a 
'realistic overhead view' of the 
pitch, making in-match changes 
and tactics easy. I bet Sensible et 
al are kicking themselves for not 
thinking of that one first. 

Ultimate Soccer Manager will 
be released in April for the A5/600 
and A1200. Expect a full review 
next tsh. 
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s exclusively revealed in 
JTie One several months 
i ago. Mi crop rose is to pro- 
duce Sid Meier's excellent strategy 
game Colonization for the Amiga. 
While the similarly-named pre- 
quel Civilization, also from Sid 
Meier, put you in charge of an 
entire race of people from the very 
beginning, Colonization starts in 
the 17th Century, with you sailing 
over the briny to found new 
colonies in the USA. 



TOP TEN 

k HMV 

0(1) swos 

{Renegade} 
0( — ) Pinball Illusions 

{21St Century) 
Q{2) FIFA Soccer 

(EA) 
0(3} Theme Park 

(EA) 
0(5} Cannon Fodder 2 

(Virgin) 
( — ) Be am Jolly Comp. 

(Virgin) 
0(6} Mortal Kombat II 

(Acclaim) 
f% (*) Premier Manager 3 

(Gremlin) 
(9) On the Ball Lg Ed. 

(Daze) 
(£ (— } Football Clory 

(Black legend) 



SPOOKY 

The X-Fiies is the subject for 
Gametek's new baby Bureau 
13. Based, we reckon, on 
BBC2's critically-acclaimed series, 
the game promises stunning 3D 
rendered graphics, and "a varied 
and gripping adventure." At least, 
that's what our sister mag PC 
Review thought. 

Bureau 13 will be released by 
Gametek in April, in both A1200 and 
CD32 formats. 



Despite the success of Civiliza- 
tion Amiga, MkroProse was never 
enthusiastic about producing the 
new game on the format, because 
the PC version was actually pro- 
grammed States-side. The news sur- 
prised IMJc/ioProse's PR bloke Jason 
Dutton as much as us. "I saw the 
news in The One, and laughed," he 
told us. "However, some months 
later, the game appeared on our 
release schedule!" And the rest, it 
seems, is history. 
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'111$ 15 ONE IF HE MOST 
EXCITING BPC STIATEGY 
SHOT 'EH UPS Mil." 

"IIHLT lECIMMENIEI." 

"...mcredibtr diallenging. 11 

"Buy Itiis game it's smart. 7 ' 

"Plenty of action and gripping 
play. " "„.addictivefy challenging. " 
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*\ "A TOP CLASS SOCCII SIN. 

1 "A must for any football fan." 

\ 

\ "Destined to be one oj the biggest 
\ selling titles of the year. ' ' 



1993 O.G.M.P- All RjghrtS Reserved 
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JP IS A OIT OF A COIKEO, 
YOU'LL LOVE THIS. " 

I "A massive aid challenging game... 
Ocean have done themselves proud." 

\"An atmospheric and 
addictive game. ' ' 
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LETTERS 




Incredibly there is no room for our helpful 'Questions' slot this month, so we will be 
holding all your 'Questions' over until next time, when we will be holding something of a 
'Questions Extravaganza'. Actually it's not that incredible as it's entirely due to bloody 
SWOS of which more anon and overleaf. In the meanwhile and meantime you may of course 
talk to us in cyberspace at theone@cix.compulink.co.uk or write to us at Letters, The One, 
30-32 Farringdon Lane, London EC1R 3AU. 

©J" - v 'ff Girls, though. 
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O^ They're great 
1P 4 aren't they? 
IX Sadly, at The 
One, we don't 
often get letters 
from girls. We are 
all incredibly good-looking, so it 
can't be that, and only Andy ever 
has BO and that's just after a stren- 
uous sesh at the old Waggie-o- 
mania. Girls don't sweat do they, 
they glow. Yum. 

LANCASHIRE LASS 

Dear The One, 

Oh go on, please! Pick mef I want to 
be 'Git of The Month'] If you do pick 
me, I'll give you the phone numbers 
of all my classmates, and I go to a 
girl's grammar! Sorry Jo, I don't 
know that many people from the 
boy's grammar, and the few l know 
could be 'gits of the month's' them- 
selves, if they really wanted to. 
Notice. I didn't even bother to write 



CHECK BATE... 

Dear The One, 

I'm totally knackered and really 
bored, so I thought I'd write to you 
to cheer myself up. Good idea, but I 
couldn't think of anything to write 
about. But then 1 had a flash of inspi- 
ration and went downstairs and 
picked up the March issue of your 
most excellent mag and looked at the 
letters pages, I read quite a lot of 
mags (most of them in the shops, 
though) but I only buy three, (yours, 
Amig — snip! — Andy.) because the 
rest are crap. In most letters pages 
there's nearly always some sort of 
complaint about eoverdisks. The 
majority of them are about compati- 
bility between 500s and 1200s. I 
myself used to own a 500 up until a 
couple of years ago, but when the 
1200 came out, I very quickly 
bought one and I have to say I'm 
very pleased with it. I have 



this letter on a computer, just in 
ordinary blue ink. Oh go on, you 
know you want to. 

Anonymous 

(With three red kisses and a little 

heart!!! No realty!) 

PS, Please? 

PPS. Tell Harry I love his eyes. They're 
my favourite colour^- MONEY! 
PPPS. I'll even forgive you for always 
making annoying remarks about 
gM5. 1 can beat my brother at some 
games and I think football games 
are rubbish- (Sorry, I suppose I 
should have said 'Pants'.) 
PITS. And don't make any jokes 
about girls' grammar schools either. 
I just want to make Lancaster 
famous. 

Who is this delirious sauce bottle 
from the boreal night? From what 
delectable corner of the red-rose 
Shire does this sultry temptress ply 
her coy vicissitudes! Only describe 



the colour of her hair so I may 
expire.., or. hang on, it says, {house 
and road number withheld) Melting, 
Cam forth. Lanes' on the top of this 
letter. I hadn't noticed. That's not 
very 'Anonymous' is it? Anyway, 
Anny, thanks for your beautiful let- 
ter, which got us blokes pretty hot 
under the collar, I can tell you. Sorry 
you can't be Git of the Month', but 
no-one who asks is ever considered 
worthy. Stltl T you can be 'Girl of the 
Month' in fact, you're probably 'Girl 
Of The Last 12 Months Or So, ' but I 
can't be bothered to check. Yes, love, 
foo tbatl games are alt rubbish aren 't 
they? I prefer, Knit-o-mania, Dressing- 
up Wars, that fab platformer. Pernod 
& Blackcurrant in Lil-Let Land, and the 
RPG classic, Nag, Mag, Bloody Mag,' 
And your brother probably only lets 
you win at games because you're a 
girl anyway. I know you and your 
gorgeous classmates wilt enjoy gig- 
gling incessantly about this in a cor- 
ner, I just hope nobody faints. 



bought lots of software and plan to 
buy that Worms as I love Team17 
games (hint?). 1 love to sit down in a 
chair when my subscription comes 
and read it cower to cover but the one 
thing I hate when I've spent £3.95 On 
a mag is to find that on the letters 
pages is some pleb going on about 
why this coverdisk won't load when 
it said nice and clearly in big yellow 
writing on the side of the disk '1 200 
ONLY', So shut up and get some con- 
tact lenses and CHECK the bloody 
thing will work before buying it! Oh 
and if anyone says that I'm being 
biased towards 'loyal' 500 owners, 
they can shut up too! Honestly, if 
we've paid £400 for a 1 200 I think we 
deserve something. 

Angry Richard Stokes 
PS. If Alton Breed 3D isn't very fast, 
then don't compare it to Doom/2, 
because let's face it, a PC is slightly 
more powerful (and faster) than an 



Amiga isn't it, eh? You get what you 
pay for, though. 

Buenos nochos fticardo! Coma esta? 
Que bonkers, eh? Non est terminado! 
Naranja, limon, ef hetaderia. I too 
wish to sit down in one of your 
Engiish chairs when my subscription 
comes, it is incredible read! I also am 
In love with your English Team J 7 
(hints), No? 

IT'S CHARLES 
'CHARLIE' CHARLES... 

Dear The One, 

I am a 50+ year old mar*, with two 
grown up children in their early twen- 
ties Both of which. I might add, are 
doing well in their chosen profes- 
sions. I am also on the dole. Which is 
my chosen profession. Ha. ha. 

But I am lucky in one aspect. I do 
have my A500 with its half meg exp, 
and external drive, Also, I have my 



IBM printer, and a drawer with some- 
thing like 250 games in it. Most of 
which, I must admit, though, I have 
only ever played once or twice. 

But, slowly and surely, I am start- 
ing to build a fairly large collection 
and I know that I have Something to 
thank Mr Babbage for. If it weren't 
for him, I and some others I could 
mention, would be running around 
with a straight-jackets on, making 
rather peculiar noises. 

But enough of this twaddle. I am 
writing to you because I am annoyed 
at the way the kids of today are 
being exploited. Exploited by so- 
called 'In'-house games makers, who 
throw out (and I mean that quite lit- 
erally) games that I can only describe 
suitably in one word, CRAP, If you'll 
pardon my thingy, 

I am talking about football games. 
Yes, and that includes Sens! Soccer. 

When are they going to bring out 
a game where you, (the player) are 
just one member of the team, (pick 
the position you want before you 
start), rather than keep swapping 
players while the game is being 
played. It can get very confusing, 
even for us grandads. 

If you pick a forward position, 
(most kids will) then the skill is mov- 
ing into empty spaces and keeping 
up with the game, It would be a sim- 
ple matter to tap the fire-button 
twice to call for the ball when you 
are in an empty space. Even though 
it's a rule I don't like, I think they 
should have off-sides in the game, 
though having dabbled a little in. pro- 
gramming with my son, I can see 
that it would be quite a difficult 
thing to implement. 

David i Brooks 
Worthing 
PS. Man U. for the double 

You will notice Brook-o, that we had 
to edit down your letter a fair bit- 
Gone are the rambling passages con- 
cerning the Army, dubbin, Americans 
and Manchester United, What 
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remains is your plea for a football 
game which It just, well like a foot- 
bail game. It's a rubbish idea. 

Computer games are not meant to 
be real-life simulations. There are at 
least two reasons for this. The first 
and most unavoidably patronising, 
me old babbler, is because reality, as 
you have probably already discov- 
ered, is often fruitless and excruciat- 
ingly dufl. Running up and down the 
pitch, 'yelling' for the ball, with no 
guarantee that your CPU team mates 
will pass it to you doesn't sound iike 
much fun. Or would you build in an 
override so that they always have to 
pass to you — but no, you can't do 
that can you, because that's not what 
realty happens, Unless you're 
Matthew Le Tissier of course. And 
how long would games be, 4S min- 
utes each way? Snorerama. 

Paradoxically, the second reason is 
that computer games cannot com- 
pete with reality, A game can 't simu- 
late the excitement of actually play- 
ing footbaif with your mates, nor can 
it come dose to the thrill of attend- 
ing a real match and watching your 
heroes play and/or ponce about iike 
pansies. As most programmers have 
realised, it would be folly to try to 
simulate these experiences, and so 
they concentrate on the fantasy 
aspects of football, those which 
require imagination. Manage a foot- 
ball team {better than the total 
incompetent actually in charge), pre- 
tend to be any team in the world and 
pull down the footballing pants of 
your best friends — even if you are 
crap at sports, a girt, or and I think 
it's worth mentioning, a bit ill. If you 
want the reai thing, Srooky-san, 
there's plenty of it about but you 
won't find any programmers worth 
their salt attempting to duplicate it in 
any game. And by the way, Aston 
Vifla3, Manchester United h There's 
a Coca-Coia Cupful of reality foryow. 



TICK- 

Dear The One. 

I recently purchased an A1200 version 
of Kick Off 3. Having enjoyed the pre- 
vious two Kick Off games I thought it 
would be a good investment. After a 
short session I came to the conclusion 
that it was a pile of 1FM, due to 
some big flaws. For example, very 
dodgy sound, a suspect off-side rou- 
tine as well as hard control system, to 
name but a few. Then I found an 
advert in your December issue for a 
new Kick Off 3 with improved sound, 
graphics, players' names editor, save 
goals facility, more teams and set 
plays. Overall, a better game, so why 
in the hell didn't Anco take a bit 
more time to start with and include 
all these features in the first version? 
I am a student and can't afford to 
shell out another 20 to 30 notes on 
the improved game. In my opinion. 



Anco rushed to finish the original ver- 
sion to coincide with the World Cup, 
then realised it wasn't so good and 
released this new version, thus rip- 
ping off the punters who bought the 
first game. 

Now after getting that off my 
chest, I've a couple of questions for 
you; 1), When will Grand Prix 2 come 
out? 2), Why did you say that Sens! 
Golf would be out for Christmas, yet 
it isn't out until March [according to 
Special Reserve). 

Wes Scott 
Fraserburgh 

Weston, me old mucker, me old mat- 
ington, you throw a number of inter- 
esting points, most of which sadly, 
land well wide of the mark. Firstly, 
Anco did not manage to get Kick Off 
3 out till after the World Cup '94, so 
you can hardly accuse it of rushing it 
out to coincide with the event. Sec- 
ondly an upgrade is available for Kick 
Off 3 for £ } 0, though whether or not 
you could describe an Ayrton as art 
exploitative sum is a point about 
which f would say there is much and 
varied moot. If you fancy the 
upgrades then send your disks to: 
Kick Off 3 Disk returns, do Anil 
Gupta, Anco Software, 7, Millsidc Ind 
Est, Lawson Road, Dartford Kent. 
DAI 5BH. A postal order for £10 
should accompany your missive. 

The answers to your questions 
are; 1). Never and, 2), We did say 
that Sens* Golf would be out for 
Christmas, but that's because we 're 
nowt but a cake-tin full of gullible 
tarts who believe absolutely every- 
thing the devious softies tell us about 
their games, fn fact, I have it on the 
best authority that Sensi Golf 2r It's in 
my Hole is due out before Sensi Golf, 

SUB-STANDARD 2050 

Dear The One, 

I am writing to complain about some- 
thing you find with a lot of games. 
The boxes are very misleading. I took 
a risk and bought Subwar 2050 
recently, though I hadn'i read any 
reviews, largely because the descrip- 
tion and the screenshots on the back 
of the box. The textured graphics, 
tons of detail and loads of colours 
were amazing. I knew they were PC 
grabs, but I read report recently 
somewhere, which said that Amigas, 
PCs and Macs weren't much differ- 
ent, and so I took the game home 
thinking Yipeeee! No more rubbish 
game blues. 

When I loaded the game up and 
started a mission, I thought here 
come the ace graphics' when the 
worst graphics I had ever seen 
appeared on the screen! Obviously I 
was slightly displeased and said Oh 
dear! These graphics aren't very good 
are they!' The screen was just black 
with little white dots. No textured 



graphics, no detail, and only about 18 
measly colours. I went mad. I'd wast- 
ed £35 (that I'd spent ages saving) on 
a game with crap graphics that was 
basically Gunship 2000 under water 
— and I've got that already (doesn't 
it get a bit soggy? — Andy.). 

Another thing is a*description on 
the back of the box. It's a load of rub- 
bish. 'Explore thousands of square 
miles Of accurately mapped 3-D 
underwater landscapes in four differ- 
ent multi-session campaigns: the 
Antarctic Ocean, the North Atlantic, 
The South China Sea and the Sea of 
Japan.' First of all, why bother with 
four different oceans, they all look 
the same on the screen. And second- 
ly, who'd want to explore thousands 
of miles of 'accurately' mapped 
seascape, when there isn't anything 
to explore, just the seabed and little 
white dots on the screen Breathtak- 
ing Simulated Combat — it's only 
breathtaking because it's so unbe- 
lievably boring. 

I think Amiga games should have 
Amiga boxes, not PC boxes. It would 
show the real screenshots and people 
like me would not be sucked into the 
trap of buying the game. But that's 
why they do it isn't it? 

Robert Smith (14) 
Whitby 

Bobby. Bob. Effendi. You illustrate 
perfectly the need for review-based 
mags like The One, Of course pub- 
lishers try to package their products 
as attractively as possible, and of 
course they cover the boxes in toads 
of hyperbolic twaddle. You cant 
blame them for that. It's catted adver- 
tising. There's no difference between 
most game packaging and a TV soap- 
powder commercial. Different media, 
same generous helping of hot 
banana-oil. i would advise you to 
wait for our review next time and 
save yourself some dosh. 

As, to your last point, though we 
do have some sympathy with you, it 
has been explained to us that it is 
uneconomic for publishers to pro- 
duce specific packaging for all the 
different formats, as It would put up 
the cost of the game alarmingly. 
Some publishers (iike Empire) have 
even Started producing a standard 
box for alt their games. This is cov- 
ered with a new sleeve far each 
release. This means that Empire can 
buy the boxes in bulk and save 
money. Where one standard package 
is produced for all formats, they 
should carry a sticker clearly stating 
that 'Amiga shots may differ' or some 
such guff, I agree that these stickers 
are sometimes rather small and easi- 
ly missed. So again, my advice is to 
wait for our review. 



article should also have said is that 
white Amigas have the capability to 
show graphics in as much detail and 
in as many colours as PCs, they can 
only do so very, slowly indeed. The 
Amigas processor is a bit of a Brian 
the Snait in comparison, see. 

DOOM WARRIOR 

Dear The One, 

I have a few suggestions for games 
like Allen Breed 3D. Why don't pro- 
grammers do something like in The 
Settlers? The better your computer, 
(FtAM, processor etc.) the more things 
and the better the game? 

Why don't they have something 
like two or three disks full of com- 
pressed data which can be decom- 
pressed onto the hard -drive (which I 
might add, loads of people own) thus 
saving the publishers money and giv- 
ing the gameplayer more locations, 
monsters etc.? 

What about the RAM? It doesn't all 
have to go in RAM does it? If you 
have a hard drive it can load the stuff 
as it gets it, or even better, load it as 
you approach it, bit by bit, so you 
don't have to wait too long. As for 
the slowing down, why have a full 
screen of action, when half a screen is 
ju«,i a<, enjoyable and indeed faster? 

Programmers should try to make 
games that the public likes, and as 
beating platform ers such as Flash- 
back is a tad difficult, why don't they 
look at some different ideas. I am a 
big fan of Doom and would like to 
see better efforts to make a similar 
game on the Amiga, 

flicky Cusimano 
Derbyshire 



Richard. Dick. Dickon. What are you 
On? Lots and lots of games already 
check to see which machine you're 
running, and expands itself to fit. To 
wit: Alien Breed: Tower Assault for 
just one, along with many other 
Team 1 7 games. So the chances are, 
given the previous track record, Alien 
Breed 3D will do exactly what you 
say. And your second point, well- 
thought out and astute? though it 
may be, is absolutely arse. 

Developers already pack their 
games into the tiniest of binary sand- 
wich-boxes, because the publishers 
already tell them to. To keep the 
costs down. And in the past, the 
majority of games along the tines of 
Doom (Legends of Valour, Amber- 
moonj are hard-disk installable. Final- 
ly, to pull data from hard-disk as you 
play would make it annoyingly slow. 
You might not realise it now. but if 
you saw such a game running, you'd 
know exactly what I mean. Anyway, 
Doom on the PC loads everything 
into RAM. And, just to cock a snook 
at your final comment, AB3D uses 



You may have read that Amigas 
and PCs and Macs all have compara- /ust half a screen, it seems some 
ble graphics capabilities — what the body got there before you, 
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Since its release, 5WOS has come in for a fair bit of criticism. So, just to prove that we are 
not a bunch of spineless cringers, we sent your complaints to Sensi Software and see what 
those smug sods have to say for themselves. And bugger me if Sensible MD John Hare 
hasn't got answers for everyone. Even if some of them aren't very convincing. 
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CHRISTMAS RUSH... 

Dear The One, 

They call themselves Sensible, yet if 
they were they would include off- 
sides, physio, random post deflec- 
tions, new kit designs (like Black- 
burn' s home kit), Bargraph stats for 
players, wind, overhead kicks and 
standing headers, Where are these 
features? 

I know time was running out, and 
the Sen si team wanted to get SWQS 
out for Christmas, but surely they're 
not going to leave it unfinished? 

Daniel Hammond 
Reading 

John Hare: "We felt that 
offsides would take a 
long time to program 
effectively and may just 
end up being irritating. 
And the physio got 
shelved (again), 

We put in random post deflections 
and they were brilliant when they 
worked, but the ball kept on getting 
stuck to the foot of the post, so we 
decided to take them out again, 

Blackburn's kit is impossible to do 
on players with chests five pixels 
wide. It looks too lop-sided. 

The bargraphs used during the 
development of SWOS were intend- 
ed to display form and not skills, but 
we found it impossible to accurately 
and consistently display form for ail 
of the players in the world, and so 
we ditched it as we felt that the 
value was a good enough guide to 
form anyway. 

Wind and overhead kicks? We 
can 't include everything you know, 
or we'd never have got the bloody 
thing finished. It was already six 
months late when we put it out. 

Standing headers is something we 
may add in the future. " 

GUILTY AS 
CHARGED... 

Dear The One 
recently bought your January issue 
and read the review of SWQS. 
Having finished reading it I 
rushed out and bought it, seeing 




as you praised it. I loaded it up, and 
when I started to play it (it it it it it I 
— Andy.) I knew that something was 
missing. I looked back at my July 
issue, and saw what had happened, 

So I have decided to take The One 
to court, with me being the lawyer 
and the readers the jury. I aim to 
prove The One is guilty of not giving 
SWQS a fair review (you were far too 
lenient J, 

Firstly, look back at the July issue, 
and you'll find pictures of the players 
with eight bars next to them, show- 
ing the skills of each. Where has this 
gone? It's impossible to tell which 
players are good, apart from using 
skills on the transfer market and look- 
ing at their price. 

Secondly, there's a 'Scout player' 
option. What's happened to it? Third- 
ly, what's happened to the appro* 
value on the transfer market? 

The One failed to point out these 
facts, but they are excusable. But the 
facts to follow are not 

How come, out of all the world, 
my team's the only one that gets 
injuries? And match suspensions? 
And why can't Sensible spell UEFA? 
What's the point of having two 
dugouts if the computer teams never 
substitute players? In my first season 



I bought Ruben Sosa for £4.5M, he 
scored 71 goals, and yet by the end 
of the season he was valued at 
£2,5M! Also, computer teams buy 
players from your team and just leave 
them on the bench, no matter how 
good they are. And, teams only buy 
players from you, not from amongst 
themselves. 

All these facts lead to the game 
being unrealistic, Which The One 
failed to point out. All that remains is 
for the judge to ask the jury if they've 
made a decision? 

Hopefully Sensi will bring out a 
data disk with all this stuff improved. 

F Ahmed 
Huddersfietd 

John Hare; "You should 
he able to teti players' 
skills by watching them 
play. That's what real 
managers do, you 
know. (Ahem}. 
Scout Player got ditched because it 
was impossible to run the option 
accurately the way we planned it on 
any player outside your league, due 
to the memory restrictions of most 
Amigas. And we aren't going to 
spend six months writing a feature 
for 10 percent of Amiga owners, it 




just doesn 't make commercial sense 
I'm afraid. Remember we were 
already running six months late at 
the time of release. 

Approx Value got ditched because 
we found that when you were play- 
ing the game it wasn't really very 
useful. If we hadn't run a diary on 
SWOS then you would never have 
. been aware of the 'missing' things in 
the first place. It must be understood 
that in all our games at least 50 per- 
cent of stuff we are working on ends 
up being ditched by the end. We 
would like to think this is why our 
games are better than average, 
because when something is CHAP we 
say to ourselves 'fair enough, it's 
CRAP' and we bin it Remember there 
are many things which seem like a 
good idea on paper but when you 
get down to it they just don't work. 
Writing games is about trial and 
error, it is the only way to get good 
results. And perhaps the only really 
valid complaints about SWOS may be 
to do with the fact that in some 
instances the tuning of the game is 
not quite right, hence the Free 
Update (see page 62). 

We couldn't keep injuries to non- 
player teams consistent, and so we 
binned them. 

UEFA is spelt wrong on purpose. 
Computer subs and rearranging com- 
puter teams is unnecessary and falls 
under the category of "we can't do 
everything", or the game would 
never have been released. 

There is a problem with the deval- 
uation of strikers, which will hope- 
fully be rectified in the Free Update. 
But there is a fundamental point 
which many people have seemed to 
overlook when playing SWOS, In Sea- 
son Mode, the EDIT TACTICS option is 
absolutely vital if you want to get the 
best out of your team. 

Every time a player gets a tick, his 
own personal performance and con- 
tribution to the team will go up and 
his value over a period of time 
should also increase, or certainly 
decrease less rapidly, at any rate. It is 
possible by changing all 35 positions 
of a player in Edit Tactics to get as 
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many as 10 ticks for that player 
(again, see page 62 for more}. 
Remember, a great player who is 
knocking in goals will still be deval- 
ued if he is not playing to his hill 
potential, and contributing fully to 
the team. So, unless Andy Co/e scores 
30 goats every season and fits in real- 
ly well with the overall team plan, 
the likelihood is that his value will go 
down, not because he is not very 
good but because he would then not 
be as good as his 6 million pound 
price tag. Think relative Man" 

ART BYPASS,.. 

Dear The One, 

I have written to you about the Sen- 
sible World of Soccer, which I must 
say is exceptional and more fun than 
the Other three put together. 

But there's a slight hitch. When 
you finish a season in 'Career' mode, 
you have to see how all the leagues 
and cups turned out Who wants to 
know who won the league in Azer- 
baijan, or the cup in El Salvador? 
Shouldn't there be a bypass option? 
Leo Townsend 
Llanymnech 

John Hare: "Unfortu- 
nately these foreign 
leagues have to 6e cat- 
cutated at the end of 
each season anyway, 
otherwise the whole 
game falls apart, if we chose not to 
display them at all then the end of 
season sequence would stilt take 
about 75 percent of the present time, 
but the screen would be black. " 

RELATIVE VALUES... 

Dear The One, 

I hurried home with $WQS, and set 
up a season with a South African 
team, the only decent one in the 
league. I bought an attacker worth 
£650K from Germany, and I was 
shocked when running for the ball he 
was overtaken by an £85K defender! 

Paul Ellison 
Nottingham 





(Paul used rather a tot of four-let- 
tered jiggery-pokery to spice up his 
complaint so I'm afraid we couldn't 
print some of his more, ah, astute 
comments. 

However, he'll be pleased to know 
that his letter is shortly to be 
returned to his house in Burton 
Joyce, Nottingham, addressed to the 
head of the household, and we'll see 
how great he is then. Swearing is 
neither big, nor clever. But used spar- 
ingly, it can be funny. — Andy.) 

John Hare: That is prob- 
ably because the com- 
puter teams player had 
a better running skill 
than your player. Also 
players are all docked 
one or two skill notches on each skill 
when being controlled by players 
because we found that without this 
the game became too easy, and we 
wouldn't want that, would we?" 



SCARBOROUGH'S 
FAIR 

Dear The One, 

My friend bought a copy of SWOS 
recently. I thought that it might be a 
pushover like the other versions, but 
I soon found out that the computer 
knows where the goal is, and has a 
new hobby of scoring (the git}. SWQS 
must be the best f ooty game ever, if 
not the best game ever, 

Scarborough (with all its seasider 
git fans) are a bag of s*** at footy, so 
don't be surprised that some moun- 
tain bikelet riders think that football 
'not a lot of Glory can be in the same 





league as SWOS. If I were you, I'd go 
round and kick their teeth out 

A SWOS Fan 
Football Heaven 



John Hare: "Good on 
you, my soni" (well we 
had to put one nice 
letter in* didn't we? 
Right now on with the 
wingeing and griping 



CD CHARACTER... 

Dear The One, 

In your SWOS diary I read that Sensi 
was rewriting parts of the code mak- 
ing the game easier to convert to the 
CD-based machines. YippeeJ I 
thought. Imagine SWOS on the 
almighty CD32! 

I then bought a CD32 with six 
games for £2 SO. A couple of months 
later my A600 broke down, but I had 
my CD32 and SWOS would be out 
soon, November came: no sign of 
SWOS. December: The SWOS review 
wilt be next month", you say. 

January, I read the review, and it is 
a world class game, But there's no 
CD 2 2 version. Aaaaaaargh! 

Robert Toogood 
Bideford 

John Hare: "I'm sure 
that the majority of 
Amiga owners would 
rather see us continuing 
to spend months on 
improving the existing 

game rather than converting it onto 

the CD32 for a select few " 
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CONSPIRACY! 

Dear The One, 

There's a conspiracy going on. A con- 
spiracy which affects each and every 
one of us who play SWOS. A conspir- 
acy which prevents computer mags 
from mentioning massive flaws in 
SWOS Such as: 

The distinct lack of a multi-player 
option in Career mode, leading to a 
20-year career at Playing Against The 
Computer (whoopee wow); mislead- 
ing marketing which lets us believe 
said option exists; the lack of "Crowd 
sampfes from around the world" 
(actually, we do get one which goes 
"Four-nil! Four-nil!" repeatedly, which 



John Hare: Not having a 
mutthptayer season 
mode is not a flaw at 
all, this option wasn't 
included for very sound 
technical reasons. Like, 
er, by the time we thought of it, it 
was too late. We have to admit, 
though, that there are fewer crowd 
samples then we had hoped to 
include. Shame. 

Now listen here mate, you have to 
understand that much as we like to 
produce good games and all that, we 
are also in business. This means that 
sometimes we have to make com- 
mercial decisions. Like, for instance, 
that we are one of the last major 
developers left originating products 
on the Amiga (with Sensible Golf left 
to come I might add — and that's 
been put back six months in order to 
make sure it's up to scratch). 

This was while everyone and his 
wife in retail and publishing was say- 
ing that Christmas '94 was the last 
Christmas for the Amiga. And we 
knew that SWOS was already six 
months iate because we'd held it 
back, and it would be commercial 
suicide if we didn't hit Christmas. 

Anyway, SWOS is stilt easily the 
best football game available in the 
Amiga market. How do I know? 
Because people set up all sorts of 



is the actual result of playing the promotions to coincide with a launch 



computer due to,.,); impossible 
goalies; the profusion of injuries. Am 
I playing Spcedbail 2 with Lego men? 

It's time to expose this conspiracy. 

It's time to confront the conspira- 
tors' cheap, sell-out, everyone has 
their price tactics. 

It's time to print this letter and 
chuck me a free game, 

But not SWOS. 

Swizz, maybe- 
Mad Matt 
Abingdon 



planned months in advance. Because 
we spent the last two (and in one 
case, six) months with the bare mini- 
mum of sleep, living and breathing 
this game, while our wives and kids 
at home wondered if we were still 
alive, or whether we were ail having 
one giant affair with each other. And 
then, sometimes, yes, we do decide 
that perhaps it's best just to put the 
bloody thing out and be done 
with it. We don't make it crap 
deliberately, you know. " 
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WITH £100 WORTH OF SOFTWARE! 

] *)PLUS! 10 RUNNER-UP PRIZES OF ACID SOFTWARE'S 
V BRILLIANT NEW BLITZ BASIC COMPILER, ABC! 



es! You could win what might 
possibly be the last CD32 in 
the country! Those crazy- 
bonkers antipodeans at Acid Soft- 
ware have formed a papular 'beat' 
combo with its UK distributor Guild- 
hail Leisure Services, and 
jammed out a plan , 
which could mean you 
— yes, you — being the 
new owner of a lucky 
CO machine! Yes! 

Here's the deal. You 
the questions which v 
cunningly compiled bel 
them as best you can, and 
them to us on a postcard. In n 
we'll process your entry completely 
FREE OF CHARGE, stick it in a large 
box for a couple of months with 
another few hundred entries JUST 
LIKE YOURS, and then draw out one 
spankingly fortunate winner. He, or 
far lets probably, she, will then 
receive NOT ONLY A CD32, but also 
£100 worth of CD32 games of, er, his 
choice! That's just great, isn't it! 

BUT, rf you're not this person, YOU 
COULD STILL WIN! Because Guildhall 
is giving away 10 — yes, 10 — copies 
of ABC, the fantastic new program- 
ming language from Acid Software! 
ABC is essentially version two of Blitz 
Basic, the easy-to-use language used 
to write Skidmarks 2. It boasts hun- 
dreds of new commands and 
full AGA support, amo 
some other things. And ; 
could have it — free! 
Send your entri* 



on the back of a postcard or stuck- 
down envelope to; Hi, Rob — Here's 
Some More Work, The One, Priory 
Court, 30-32 Farringdon Lane, Lon- 
don EC1R 3AU. The closing date h 
2Bth May 1 995, so make sure you get 
your entry in by then. Employees of 
Emap Images, Acid Software, 
Guildhall Leisure Services and 
, The RajTandoori, Farringdon 
may not enter. Andy's deci- 
sion Is final When he bloody 
kes one, that is 



THE QUESTIONS 

1 LSD stands for: 

w) Lysergic Acid Diethylamide 
q) Lots of Smack and Dope 
g) Bob, 

2 Hydrogen Peroxide is used, 
amongst other things, as what? 
p) Hair restorant 

i) Hair bleach 
i) Hair of the dog 

3 ACIIIIEEED!' was a cry,,, er, 
cried by poncy musicians wear- 
ing silly hats in the late Bus, 
What was the music genre 
known as? 

t) iazz 
I) Soul 
n; Acid 
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MBIT A 

'DEN 
MORTAL KOMBAT 1 & 2 

i. Well, fairly obviously, th 
thing that strikes us about 
Rayden, is the fact that 
ton* ha« (rather cruelly. I 
it add) put a large lamp 
e over your head. Other th 
unfortunate feature, you 
't look too bad. 

GGESTION; 

Two simple tips here. Firstly, lo 
the blue apron (made 
ishionable by Boots The Cherr 
■He late seventies. I believe), 
secondly, stop tucking you 
trousers into your white Dunlo 
THEN AGAIN... 
sidering you can pump 
,000 volts through ordinary 
. causing them to explode, 
don't need to worry too 
much about nasty comments. 







£ OF THE ROBOTS 

I not bad, It's compact, if 
iy, it's tight fitting, but is 
perhaps a tad 80s? The CC 
-reams of the Cameo hit, 
p, while the impressive 
os appear to taper down i 
hi - *, ankles. The 'Patrick 
Slap Head' again pro 
, but the overall post 
s incontinence. 



GGESTION: 

id up straight, 
ith in, and per- 


rs 








S 


ted swan 

wouldn't go f ^T 

iround the 



?rs and 
oints. 
...EN AGAIN ... 
jt with you 
jn-g in a crap 
me and 
-ry thing, no- 
t't ever likely to — 
look at you for 

\more than half an hour 
anyway (Meee-yow!) 



ragon Punches, and pull your 
""■orients' arms off, but are those shi 
ves a little too long? Perhaps your 
lacks are more widely flared than youi 
lostrils? Top Man Matt Broughton step 

into the changing room and weighs up 

Fashion vs. Aggression. 

f ouVe §9BH out cover, you're about to read the preview, am 
certainly can't have missed the Street Fighter 2 game (be 
the 'Super', Turbo', or 'Pork Sausage' version), but it isn't e: 
only heat-'em-up game on the Amiga to be considered. No. 
;r the past few years we've seen an increasing amount of fisti 
ir screens, and though people are forever going on about s[ 
s and animated backgrounds, nobody ever mentions the do 
:ing eh? I reckon that the general appearance of most of our 
heroes (don't worry Andy. I'm not talking about your 'small l*t- 
.') is appalling' 

id so it is, dear readers, that I charge myself with the task of 
bout in the cyber-ward robes of some of our spritesome celeb 
scover if sue I 
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JX>W FIGHTER 

y god! When was the last time you ate 
thing? Just look at those ribs! Quickly, lit 
elf down over here and get some 
lerd's pie in you — and for Satan's sake PUT 
■ CLOTHES ON! N't not exactly going to be 
judging a naked man, and.,, BLOODV HELL! 
IUW hair's fallen out! NURSE!! 

iGESTION: 

ingapore Fried Rice (Mot & Spicy), 80. Fried 
Prawns in Chilli, 18. Hot & Sour Soup, 4. 
me Prawns on Toast. 
THEN AGAIN 

ng just seen your buttocks, I suddenly find 
'lean Luc Pi card' topside quite an endearing 
feature. 






APO 

STER AXE 

no. Sorry, but you'll have t 
*e immediately. Fhe toga 
ty was last Wednesday, an< 
way, no-one — BUT NO- ON 
pmes in here wearing my 
dad's slippers. You also 
appear to have at least two 
extra legs, and comedy 'hoop' 
pit rings. A sad, sad day 
-ed, For all concerned. 

GGESTION: 

I the beard, dye your hair 
ide. get some knee-length 
te f*VC boots, and then lor 
two blokes and a girl {prei 
y called Benny, Bjorn, and 
ifreida respECtively). 
. THEN AGAIN... 
■ ■■ank you for the music, the 
songs I'm singing. Thanks for all 
"' e joy they're bringing. 
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ANI A 

ar. obviously a Take That fan. I 

_gh you've apparently spent a 
.. amount of time down the gym, like so many muscle enthusiasts 
you've gone way too far in your quest to impress. One is left feeling 
that perhaps violet isn't your colour, while some trousers wouldn't hav 
a amiss, either. 

GGESTION: . . 



SCORE: 4/ ) 



re obviously trying too hard. 

THEN AGAIN- - 

i thighs as wide as your boots. 



SCORE: 2/5J 
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KM-Tr 

ULTr/HATE BODY BLOWS > 

Wow! Well, you're got it all really 

haven't you. love? It would be hard for 
you to ever look bad, because you've 
got a 'bit at a figure' haven't you Pet? I. 
you wore Harry's offensive checked shirt 
I'd still probabiy want to take you home [ 
and show you my inner thighs. Carrying 

where Kate Bush left off, I see you've opted 

for the simple leotard, with Wonder Woman 
ankle and wrist accessories. She's a lady and a 
flirt, and she makes my trousers hurt. Grrr. 

SUGGESTION: 

though loverly in every way, you have a tenden- 
cy to go all knock-kneed every now and then, let 
ting loose enormous clouds of green gas which, 
though interesting from a medical point of view, 
does nothing for your image. 

eUT THEN AGAIN,., 

--ria isn't exactly 'lacking' either. Hmm. din- 
at my place? Eight thirty? Bring a battle. 



And Kai-ti 



SHADOW FIGHTER 

Oh no! Once again the mystery lamp shade lurcher has struck. But 
what's this? Not only has he left you almost completely blind, but he's 
stolen your entire wardrobe leaving only your 
j.m jam bottoms , And even they're flared ! f 

SUGGESTION! 

Taking a similar tack to 

Kayden, deal with teasing 

bullies by inserting large 
flaming sticks 'up them'. 
BUT THEN AGAIN... 
H could've been 
worse. They could've . 

•«♦* the pink jimmi } 
bottoms with the . 
Forever Friends 
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ARKS OUT 

Pretty darned attractive. Marry me. 
Yeah. Pretty good really. 
Well... alright I suppose 
Hmm, are you sure? 
Barely acceptable in the 
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STREETS' CREW 

compiling contestants far this feature, I came across an old flair 
and was so impressed by its absolute crapness. that I felt it only 

allow a team entry. 



HE GIRLS 

• er, what can I say? You two 

ibably the most outrageous 

ters to appear in ANV game, 
te BE Us! Vou, on the left, 
a have nothing more than a 
of jammy dodgers to cover 
ady lumps' with, and as for 
-ont bottom,,, well, it really 
ries the imagination. And you on 
is right, apart from looking a 
shade like Tim Curry, though 
slightly more covered in the cloth- 
ing department, seem prone to 
striking hilarious poses, and would 
nbdbly look more at home in a 
ft-porn version of Grease. 

SUGGESTIONS: 

Keep the kinky boots* but for all 
-ur sakes get yourself down Marks 
Spencers and buy some decent 
lerwear. 
TTHEN AGAIN... 
rhaps you could get together 
th the bloke from Master Axe for 
-* of cross-dressing 





ARSE 



RISE OF THE ROBOTS 

're another fan of the 

■• on' style, aren't you 
tmr A going for the 'half- 

laid, half-coffee table' 

The only real positive 
1 about this outfit is that | 

kes you one of the few 

le BEU characters that 

n't leave the player won- 

I what you look like 

ut any clothes on, 

GESTION: 

J s Spring 1995 catalogue, page 211, item D. Scoop neck dress 
button to waist fastening and back tie. Machine washable. W. 

se. Length, 47 inches, oh, and put your leg down darling 
THEM AGAIN,, 
able to morph into any shape, why || 
you just tur 



E BOYS 

e again, you two are reminis- 
nt of the 70s disco trend, with a 
touch of the old 'super hero' look 
thrown in for good measure. 
Though absolutely atrocious to 
look at, your tight-fitting Lycra 
tilts do allow extreme flexibility, 
,d considering how you seem to 
Spend your time, that's probably a 
good thing. But then again, 
perhaps not. 

SUGGESTIONS; 

Space doesn't allow us the room to 
even begin addressing the many- 
" _ ld problems you guys have. Only 

an of petrol and some Swan 

stas can help you now! 

TTHEN AGAIN... 
dy's always looking for new 
?nds tojoin his special 'fashion 
>nings' club. Usual address for 
plications please. 
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Matt 
Broughton, 
like so 
many thou- 4 * 
sands of oth- 
ers, *s a 
Street Fighter 2 
freak. Disowning the 
Amiga, he defects to 
"Console Land* and 
brandishes his 
own gold-plated 
joy pad with ' 
sweating palms. 
Imagine his 
delight then, 
when we sent 
him on a jour- 
ney to view US 
Gold's second 
voyage into the 
world of Ken/ 
Ryu, and sweaty 
jockstraps. 



^ 




Okay,,. I get to St Pancrasfor 
the half-eight train, I sit read- 
ing my magazines all nice 
and quietly for three hours, get driv- 
en into the heart of Sheffield, and 
whats the first thing I'm greeted by 
as I walk into the smal! programming 
room at Freestyle Software? The orig- 
inal US Gold Street Fighter 2. running 
rather quietly to itself in the corner. 
Well ta very much, That's just what I 
needed I 

And so it is that I find myself sur- 
rounded by the entire programming 
team for the forthcoming mega-title 
Super Street Fighter 2 (with a cou- 
ple of producers and top-nobs 
thrown in for good measure), 
jVnd what sort of a jour- 
nalist would I be if I 
^missed this excel- 
lent opportu- 
nity to stir 
J things up by asking the Freestyle 
lads what they thought of the 
original 5F2 from US Gold. Pro- 
grammer Shane Clark is obviously 
I the bravest, and concocts a diplo- 
" matic answer. 

"Er, well... «n honesty, 
when it first came out I 
1 didn't think it was that 
bad. Then I saw 
>the SNES ver- 
'sion and 

realised it was 
crap." <doh!> At that, 
Richard Hazlewood tries to 
pleasantly change the subject... "I 
always thought Inter- 
national Karate 
wasn't that bad." 
Hmm, okay, 111 bite. What do you 
think about the other beat-'em-ups 
that followed the original SF27 



PROJECT: Super Street Fighter 1 
PUBLISHER: US Sold I 

DEVELOPER: Freestyle Soft- 
ware; Richard Siddall 
(development manager), Shane 
Clark and Richard Hazlewood 
< programming), Antony Ward and 
Robert * Robot* Owen (graphics), 
Dan Llewellyn (producer). 
INITIATED: July 1**4 
RELEASE: April/May 199S 

"Well Body Blows looked alright 
until it started moving/' reckons 
Shane. "Static screens looked nice 
but the animation was poor." So, 1 
ask, how do so many people man- 
age to get the animation and 'feel' 
of these games wrong? Richard has 
a clever theory. 

"It depends how much of a per- 
fectionist you are. It's just about get- 
ting the feel right; what might feel 
right to one person might not feel 
right to someone else, You we got to 
get that overall balance right for 
everyone," 

With a cautious glance over my 
shoulder at US Gold's Howard Glover 
I ask the Freestylers' if they're wor- 
ried about any damage the original 
SF2 might do to their product's 
chances. Everybody iooks at each 
other sheepishly, until Howard pipes 
up with the following carefully con 
structed statement, 

"I think it's just a case of showing 
people that this is nothing to do 
with that old product this has 
been created completely from 
scratch. Just looking at it you can see 
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-J add 



Ooghya! If you look to the left 

if Manka's currently thwacked skull, 

you'll sea that Balrag has not only 

managed to cosh the 

aforementioned weird fella's bante, 

but hat landed the first hit of the 

bout, thus earning himself a 'First 

Attack' bonus. And, for my money, 

very nlc« it ii too, 

* i a vast improvement." 

"It's the payability that makes 
Ms one so much better." Explains 
••chard, "Once you start playing 
uper SF2 you realise this." 

Remember, you've got an entire- 
new programming team here," 
Kids Howard, "and I think the code 
speak for itself." 




OH YOU! OUTSIDE! 

' tting a console game onto an 
Amiga can't exactly have been a 
piece of cake, and considering this 
is only the second Amiga project the 
guys have handled [more on the first 
one later] how do they think the 
machine has coped? Richard: 

"On the At 200 it's much easier, 
-st the fact that you've got much 
a der sprites than you have on the 
5Q0, extra colours, more memory — 
*ell more chip memory especially 
{you've got to get all of your graph- 
let and sound into the chip memo- 
ry, and you haven't got as much on 
an A500). Assuming that you want 
to sell to existing A50O users, you've 
only got a base 512K of chip memo- 
ry, so you have to assume that 
you've got to use the remaining 
SI2K as fast memory. You've really 
got to squash a lot of stuff into that 
chip memory, The animation of the 




graphics has taken the longest." 

The team are going to have to cut 
down on animation frames for the 
A500/60O version, but the A120Q 
game will have as much as possible 
crammed inside, Richard looks into 
the shining sun and pledges, "We're 
determined to get the A1200 version 
looking good, and as close to the 
SNES version as possible." He bursts 
into tears like a proud father. 

As we know from the 
original version, all of 
these characters and 
animations don't 



How about that for authenticity? Not only do the graphics 

look absolutely gorgeous, but Blanka sizzles, and Chun Li 

fri*s, And all this with shadows. Quick, nurse, the smelling 

salts. I've fallen. 





Left; Another af the new 'Super' fea- 
tures is the inclusion of 'combo 
bonuses'. Look under Chun Li's 
health bar, and you'll sh a little 
lump of floating text announcing 
that she's just managed to score a '2 
hit combo' on one of the new char- 
acters, I Hawk Unfortunately, she 
seems to have lost control of her 
feet and is (as we speak) driving up 
the front of said Red Indian, Better 
luck next time, love, 

exactly make for easy disk accessing. 
How will things be this time around? 
Shane offers Richard a hanky and 
explains. 

"Well the A1200 version will be 
hard disk installable, so that'll cut it 
down considerably, but H you've got 
two drives I don't think it'll be much 
of a problem. With one drive it's a bit 
laborious at times, but we have to do 
that every time we assemble it 
to test it, and you just get 
used to it. We knew that 
as long as we got the 
game playing right. 
Stuff like loading was 
secondary as long 
as it's bearable, obvi- 
ously." 
jfj5^' The team originally 
Wr received some Mega 
Drive source code, but 
because it was written specifi- 
cally for the Mega Drive they had to 
go through it all and work out what 
could be used for the Amiga and 
what would have to be rewritten. 
Just look at that background! To be 
quite honest, having played 

on the SNE5 against this 
background while 
animating, it's 
probably fair to 
say that having a 
static version on 
the Amiga isn't 
too bad a thing! 






,' es, we love 

the word 

'arse' here 
on The- One, and [ 
my word what a 
wonderful oppor 
t unity this is to 
really explore the 
myriad uses of the y 
word. Cam my (and 
let's not be coy here) has AN ARSE 
Not only does she have one (which 
is fairly normal behaviour for a 
human) but she likes showing it to 
you. Fair enough. Fine by us. You 
go ahead darlin'. Just don't be sur- 
prised if some sad sicko journalist 
puts tons of grabs together, all 
showing -off your behind. Doh! 
Rumhled. 
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SANDWICH PLEASE 

-■ he long leg of the law strikes stuff here, Chun U is actually using 
again" H you're not fol- here new fire-ball ability. In the sec- 



nature of the 5 freer Fighter 2 
game*, you might not be aware 
that the standard characters have 
actually managed to pick up a cou- 
ple of new moves along the way. 
Though you can't see the 'magic 



usual tricks, while 're-d Ken' is show 
Ing off with his improved Dragon 
Punch — now with added flames! 
And there you were thinking that 
Shadow Fighter's Toni was being 
original! Tish on you. 



Defying the law* of physics and 
gravity, here we see resident fatbay, 
E-Honda. hurtling across the screen 
in an attempt to lose weight. The 
elephants thought he'd pick straw- 
barf y. but Dhalsim knew it would 
be.,, vanilla, 

"The graphics came in a format 
that we couldn't really use on the 
Amiga/' explains Richard, "so we had 
to write a program to convert them 
into the format we wanted." 

"Yeah, but once we'd converted 
them," adds Shane, "they were all in 
little 8-bit blocks, so we had to sit 
there with the SNES version running, 
piecing them altogether — all the 
backgrounds and everything It was 
like,,, look at the SNES. Oh yeah, 
that's B Lanka's right arm. Look at the 
SNES, That's Chun Li's left foot, etc. 
Of course we had to get the palette 
right first because that was also 
wrong- It was a right nightmare!" 
Sadly, (though not very impor- 
tantly) the background animations 
,from the SNES have been Lest during 
the conversion, mainly for speed rea- 
sons, Shane tells us why. 

"We had to drop the background 
animations simply because, although 
we could have had them going, we 
would 've then lost frames on the 
characters, We just concentrated on 

Should you hapve a friend (that, 

Andy, J 5 'a person loving or attached 

to another, a favourer, well-wisher 

or supporter') you can indulge in 

Street Fighter 2 at Its best The 

Versus Battle. Vou tan beat the heM 

out of each other time and time 

again, and the computer will even 

keep a count of how many 'First 

Attacks' and 'Perfect' 

rounds you've had. You 

can also look at 

Cammy again.. t>oh! 

Pouble-mmbled- 



getting those right instead.'' 

"It's the game in the front you 
want to play, " Richard adds, "plus 
the fact you can lose speed during 
play with animated backgrounds" 
Fortunately, none of the moves 
will have to be dropped, though 
some of the frames in use are very 
similar, so the odd one might be 
'doubled-up'. Richard assures me 
that it'll still look right The fluidity 
of a move won't be complete, but 
hopefully you shouldn't notice it too 
much," 

One of the new elements to the 
Super Street Fighter 2, was the inclu- 
sion of 'incentive bonuses'. As well 
as scoring points for the hits regis- 
tered on your opponent, it now 
became possible to win awards' for, 
say, getting the first hit of the match, 
or for pulling off something like a 
three-hit-eombo (that's three solid 
hits without interruption, SF2 vir- 
gins). Though an incredibly simple 
extra, this has spawned the publica- 



tion of books and playing guides 
packed with all manner of suggested 
character combinations, ranging 
from easy through to expert, and all 
the way back to 'cheesy' (i.e. a bit on 
the stinky/foul -play side!) I cross my 
fingers and ask the team whether 
this feature has happily found its way 
onto the Amiga version Oh please,,, 
please... please... 

"Yes," replies Richard in a positive 
way, "ali of those extras are in.' Hur- 
rah! Mind you, having made a big 
deal about it, are these bonuses actu- 
ally very difficult to detect? Again, 
Richard answers, 

"Well, very simply there's a timer 
that counts down after a first hit, and 
if the time elapses before another hit 
is made, that combo counter resets." 
When I ask if its as easy to pull off 
all of these combos em the Amiga as 
it was on the SNES version, or if in 
fact anyone can pud off the various 
combos at all, everybody grins 
insanely and points to 
Richard- Aha! Are YOU Mr 
Combo of Combo 
Land? 

"Ahem. Let's just 



% 




say that it's not been too hard to 
track down." 

Pretty much all of the original's 
options have been included in the 
Amiga version, and as it currently 
stands, the 'turbo is really the only 
casualty. 

"We were trying to get it in," 
admits Shane, "but it slowed some 
of the frame rate down again, so 
we're probably going to have to 
drop it, Wed rather keep the game 
running at full speed — the arcade 
speed." 

ALL CHANGE 

Along with the prefix SUPER', Street 
Fighter 2 has increased its character 
stable by four, with Cammy — a 
British soldier (and one extreeeeeme- 
|y fit lady!). Dee Jay — a hip and 
groovy kick boxer, T Hawk — an 
enormous Red Indian, and Fei-Long 

a Bruce Lee impersonator. And 

they're all here, accompanied by 
new music and sound 
effects, 

"The A1200 will 
have it all (Like Jackie 
lands... Collins)," says 

Shane, "but A500 
users will have to 
choose between 
having music or 
sound effects, while 
the CD32 version will 
have audio music play- 
ing throughout the game 
straight off CD The music was 
vamped up along with, well, every- 
thing really when it came to the 
Super Street Fighter 2. so we've 
done the same. All of the back- 
grounds have changed, and even the 
character sprites, which you 
wouldn't have thought to start with, 
but when you compare the two 
arcade versions, is really obvious," 
"We couldn't believe the differ- 
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ences when we put the original 
Street Fighter 2 on the 5NES and 
piayed it next to Super SF2." Adds 
Richard. "It was also a bit of a reve- 
lation, because the old one played 
kxxj sloooow!" 

You see, I was personally spoilt. 
Hot only did my mate have Street 
r $r 2 TURBO, but he also knew 
a certain weird joy pad combination 
that allowed you to Speed it up even 
•▼we. Happy days indeed... Er, any- 
way, why do you think Street Fight- 
er 2 has remained so popular, espe- 
cially compared with the millions of 
dories and copies that have 
appeared since? Shane; 

"Probably just cause it was the 
original one," 

"I think," er... thinks Richard, "it's 
also because it has better moves as 
well. You can always try to get good 
at pulling off special moves as well 
a becoming a good fighter. Most 
games have just got the average 
punch and kick, hut there are so 
many moves you can pull off with 
Street Fighter." 

Rather fortunately, all the lads on 
the project were hardened 'SF2 boys' 




Wei I- And- truly vamped up from the 

original, but serving the same pur 
pose, this is the main selection 
screen for the one-player game- Who 
d'ya wanna' be and where fTya 

wanna' fight? Simple enough for you 
(er, | mean 'ya J )? 



before it landed in their laps, playing 
it to death at lunch times (and 
which, t'm reliably informed, often 
lasted for days). 

"It's quite a responsibility really," 
whoops Shane suddenly, "but it's 
good because, if we'd never liked 
the game or never been able to get rumphing and a'swivelin' of chairs at 
into it, then maybe we couldn't have this point in the conversation, until 
done such a good job on it. It was a the so-far-silent graphic artist, 
bit daunting to be given such a big Antony Ward, Opens his mouth and 
title, because not only was it a big lets loose two ever-so-dangerous 
game but a game we liked, so we words,,, > 



It's not all happy days in Super 
Street Fighter 2. Quite often you'll 
find yourself with slight bruising, 
rusty scratches (quite often -deep 
ones), and even the odd chipped 
tooth. Thankfully, there are no 
fatalities, no babalities, and no 
friendships to get in the way of the 
violence - just fists and f*et fwith 
the odd fire-ball thrown in (quite 
literally) for good measure- Er, 
Hurrah! 



really wanted to make a good job of 
it. We wanted something that we'd 
really feel happy with." 

Okay, I'd like to wrap up the SSF2 
part of this interview, because I 
believe you have something to tell 
me about your company. Shane... 
any previous company history that 
you think our readers might like to 
hear about? 

"Er, yes,., Pitfall on the Mega 
Drive, Megaman for Game Gear, a 
couple more Mega Drive products, 
and an Amiga title." 

I'm sorry? Did you say "and an 
Amiga title" just then? 



"Mr Slobby ." 

A HA! At this point in the inter- 
view everyone goes into mass-denial, 
claiming to have been 'on another 
project' at the time. But hey. that's 
okay guys, we don't hold you 
responsible. So, er... fun to work on 
then, was it? 

"I can understand why it turned 
out like it did," sizzles sultry Shane, 
"because it was chopped and 
changed every ten minutes. The guy 
that programmed it, he never stood 
a chance, did he? They'd say "we 
want this" and he'd spend two 




weeks doing it, and then a week 
<There new follows much har- before deadline they'd say "we've 

changed our minds, we want some- 
thing else now. We've got an extra 
week so lets add 10 move levels." 

Richard concurs (but only in his 
spare time): 

"It was going to be Troth 2, but 
then halfway through they decided 
to change it." 

"I [Shane] wrote Trolls on the 
Mega Drive. Biobby was just: the 
same, but with different graphics." 

So are Mr Biobby and Super Street 
Fighter 2 the only Amiga games 
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Freestyle are dealing with? There 
now follows a short one-act play, 
entitled, tentatively, 'Goodbye Mr 
Amiga'! Cast, Richard, A program- 
mer. Shane, another programmer. 
The Scene. My last question. 

Richard. "Yes, I think they're most- 
ly going on to the faster machines 
now." 

Shane. "I suppose it really 
depends on what jobs eome in here. 
Both myself and Richard started on 
the Amiga and it is a nice machine to 
work on." 

Richard: "Going from working on 
the Game Gear to the Mega Drive to 
the Amiga, I think the only thing that 
lets the Amiga down is its memory 
and lack of sprites." 

Shane: "The Mega Drive is so easy 
to use because it does it all for you. 
On the Amiga, in as much time as is 
spent updating the screen, the Mega 
Drive does it all for you and you can 
just fill that entire frame with logic." 

Richard: "The original Mega Drive 
Super Street Fighter 2 game was a 5 
Meg game, and this now has to 
become a 2 Meg game, so basically 
all the stuff has been put onto load- 
ing that was normally copied down 
from RAM into ROM." (The End). 

WHERE WERE WE? 

Okay, that's enough idle banter. 
Shane, tell me something that you're 
proud of with SSF2. "That it works! 
(boom-boom!). All the frames, all the 
graphics, all the payability. The fact 
that it runs at full speed, Etc." 

With the CD32 joypad players will 
have everything that was on the con- 
soles. For two button joysticks it 
looks like it'll have punch and kick, 
and then a movement on the joystick 
to say which strength you want. 

"We might include an option to 
put some moves onto keys," adds 
Richard, "but it'll Just be too tricky 
using the joystick and the keyboard 
at the same time. We're not too sure 
about the one button joysticks. We 
might have a single keyboard button 
that toggles between punches and 
kicks, with the direction again select- 
ing the strength. It really depends 
how it feels when we get it running. 
If it doesn't feel right then we'll just 
muck about with it until it does," 

There must be a temptation (espe- 
cially with the Street Fighter name) 
to just make it look like the arcade 
and console version, and wait for the 
screen shots to sell it. Exhibit A: The 
original US Gold SF2 game. Looked 
identical, played like poo, but how 
many did it sell? 

Howard twiddles his fingers... 
"Er... about 250,000 " Hmm Oh 
well, fear ye not, fair reader, for I 
have seen, nay played, this new 
Super version, and things are 
looking distinctly sexual. Watch 
this space 
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PROJECT: Lost Eden Right: 'The biggest limitation with 

"■■■■"■" ' the CD32 conversion mas with tha 

PUBLISHER: Virgin speed of the processor," moans 

'"ZV.ri L "J*'^n""m"' "" ■'" Rimmi. "It's very slow, in comparison 

DEVELOPER: CryOJ Himini wjth the p * c Espfleja || y we have 

rn..i..» kwii*rt Minmarki worked a lot on image compression, 

(Designer, Project Manager). ^ to deeompress imm6diarmly we 

Patrick Oublanchet (Programmer); frankly need something a bit faster. 

But, we rewrote the compression 

Jean-Jacques Chaubin, Sohor iy routine many times to optimise it." 

Er t yes. Thanks, Rim. 

(Senior Artists)? Stephen Picq ka , adventurer pu iij ng i ma g es off 

{Musician) CD. "The story is that you are 

INITIATED: Hirch 1991 'V" *?""** ^ A 

where dinosaurs and M #• 4^ 

RELEASE: Hay (991 humans live together/ 

Rimmi explains. "You j 

A lot has been said about 3D belong to a family liv- M 

rendered games recently, trig in a big fortress, a 

especially on PC, as produc- citadel, and it tran- 

ers 'embrace new technology' and spires that there is only 

create g a mes t hat aren't ga m es any- o ne f o rt res s of th is kind ^ 

more, but 'interactive experiences'- remaining on earth. It 

cost Eden looks like just such an becomes threatened by a 

experience, but perhaps for the first tyrannosaur, who is busy killing 

time, this one seems to have some- humans along with some other 

thing of a game behind it too. dinosaurs too." 

"It's an adventure-type game, In the game, the only way to 

with a bit of strategy thrown in," stand against this prehistoric bully- 

explains Rimmi, last name unknown, boy is to discover the secret of how 

of Cryo Interactive in France. You to build a citadel, just like the one 

might remember Cryo as developer you're living in, "You've been told 

of Virgins excellent strategy game that at one time there were plenty 

Dune 2 Yes? Weil, since then, it has of these citadels," says Rimmi in his 

been concentrating on Lost Eden, its broken English, "and you believe 

dream to create a decent 3D graph- that it was just your great-great- 





similar appearance 
to the one we have, 
but some are,,," he 
pauses for thought, 
"...closer to mon- 
keys. So they are 
several Stages of 
evolution away 
from humans." 
Thankfully 'mon- 
keys' wasn't pro- 
nounced "minkies', 
or I'm afraid I would 
have had to leave. 
"You have to 
enter into a rela- 



Grrr, 



Left: Hmmm, let's see. No love 
nterest, reckons Rimmi? I'll he 
damned if these little ladies 
won't know th* meaning of the 
word 'romance' by the time The 

One gets to them. Saucy vixens, tionship with these 

humanoids and the 
dinosaurs; so you encounter lots of 
people during the game. And at one 
point you find a girl, When you visit 
one of the locations," he digresses, 
briefly, "you find that it is in a val- 
ley, and in each valley you have a 
special thing happening," Ah, right. 




"In the game, the 
smaller th* dinosaur 
the more intelligent 
they are," says 
Rimmi. This 
Brontosa.urus must 
have a brain the size 
of a small cauliflower 
then.- "it seems 
obvious, because tha 
smaller you are, the 
more you have to 
struggle for life." 
Wow, deep, ah 



grandfather 

who knew the 

secret." Gosh! 

The plot, then, is 

as obvious as an episode 

of X-H/es The first thing to do is to 

find the secret, and by all accounts 

you discover it quite quickly in the So, what er, sort of special thing', 
game, "It's simply to make humans exactly, then? 
and dinosaurs work together, to "Well, some of the tribes live in 
build the citadels all around the caves, so you have to find the caves 
world,"' Rimmi reveals. The first. For one tribe you have to 

game involves a lot of trav- pass a test, and this is 

elling, as you visit seven 
or eight big locations on IC 

I find that the 
graphics on the 
CD32 look better 
than th* PC. 



earth where you can 
build. In each of them 
you have to find 
hurnanoid people, and 
also dinosaurs, and make 
them work together," 

So a kind of trade union BC 



where you find the girl. 

At first she is a..." 

Rimmi's rather good 

English fails him for a 

second, before coming 

up triumphantly with: 

"masked warrior. When 

she removes her mask you 

find her true self, and she will 



if you will, Excuse me,„ humanoid? then follow you until the end of the 
Not just human? "They are not the game," Asking Rimmi if there is any 
same as we humans," Rimmi says, 
mysteriously, his accent suddenly 
redolent of Inspector Ciouseau as he 
emphasises 'we umance'. "They have 



romance between the two protago- 
nists prompts a sticky moment, as 
he doesn't understand the word 
'romance', ('cos in French, a 



JI My Cod," cried everyone. "Andy Nutt all's completed the Lost Eden WiR Excellent!" The 
Welsh ed's confidence was high, until he realised that he, once again, had forgotten to 
write his intro. Don! 
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Right: "The images will fill up the 
screen," says Rimmi. proudly. "The 

speed's the same on PC as well; 
because they both have double- 
speed CD drives. We have worked a 
lot on the compression to reduce 
each image to 10 or 12 K per frame." 
And that's quite goad, apparently, 

Romance means a 'story*, Andy you 
utter thkky — Haz.) and so I try to 
explain using the words 'sexual inter- 
est'. A mistake, I know; but it was a 
( spur of the moment thing. Anyway, 
Rimini's reaction was negative, 
amongst the giggles. This, apparent- 
ly, is no James Bond adventure, 

"We've tried to focus on the story 
in this game/' he stresses. "So there 
is a strong story, with a good atmo- 
sphere." Not only that, but the 
breathtaking graphics, rendered 
using 3D Studio on the PC, are real- 
fy quite exquisite, And for a change, 
the music is very well-suited to the 
game, more Enigma-style than any- 
thing: a good range of ambient back- 
ground tracks. 

"We started work on the game 
about two years ago," explains 
Rimmi, "so we have spent a long 
time creating the graphics. The 
Amiga version will be very close to 
the PC version. Of course, the story 
will be the same, the characters' 
speech will be the same, and the 
graphics are the same, I find, actu- 
ally, that the graphics on the CD32 
look better than the PC, mainly 
because you look at them on a video 
monitor or a TV; but on a PC you 
have VGA monitors, and you can see 
the pixels. On a video monitor the 
pixels tend to be more blurred; more 
blended, and so look smoother." 

The inspiration for tost Eden came 
a couple of years ago, when some 
bright spark at Cryo read a book 
called West of Eden, by Harry Harri- 
son. "But very soon we left the idea, 
because I didn't like the story very 
much," Rimmi admits. "Basically, 
because dinosaurs are just big lizards 
in the book, and we wanted our 
dinosaurs to be more intelligent, and 
bigger." Rim mi's keen to stress. Inci- 




dentally,, that the 
game was con- 
ceived before 
Jurassic Park mania 
hit the world. We 
he would, wouldn't 
he. "In the book they 
were quite intelligent, but 
they were almost human 
shaped, so we preferred to make our 
own story." 

Rimmi is candid about the 
strengths and weaknesses of iost 
Eden, preferring not to compare it 
favourably or otherwise to previous 
rendered games like Microcosm and, 
er... well, Microcosm, really. At least 
as far as the CD 3 2 goes, "The strong 
point of the game is not the game- 
play itself, but the story," he says. 
"It's closer, I think, to what people 
call an interactive movie. When you 
watch a movie you can be hooked by 
a story, if it is good, and you are liv- 
ing the adventure. We have the same 
kind of approach here, so it's not the 

Right: I don't know what this thing 

in the middle is, but when you see it 

talking I think ypu'll agree that it's 

one of the ugliest game characters 

ever. Bar Tanko, from Elf mania. But 

then he is, damned so. And, hey. 

isn't the bloke on the right from out 

df Dune 27 



Left: The dinosaur with a beak, as I laughingly put it 
to Rimmi, actually turns out to be a pterodactyl. 
Apparently the smaller dinos. have bigger brains; 
although he wouldn't commit to having done any 

Jurassic research, so whether size really was propor- 
tional to performance back then stays with the history 
books. "The pterodactyl 
stays with you through- 
out the game. He's 
your friend," he says. 



type of game where you will play 
and play, oh.,, 50 hours, or 100 
hours, but what I would like is for 
the player to have a good experi- 
ence and remember it later, just 
like with a movie. "Q 
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PROJECT: Player Manager t 
PUBLISHER: Anco 
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Pfayer Manager 2 does not 
look Kk« Kfc* Off 3. That's the 
news. I'm sure those of you 
who rather liked the third Kicking 
game will be disappointed by this, 
but it ain't all bad news. Steve 
Screech, K03's programmer, is 
heavering away to produce the 
management version himself, and 
while the spritely graphics are to toe 
more, er, spritely than their original 
game counterparts, the ___ 

game engine will 
remain the same. Or 
wilt it? 

"The system's 
basically the 
same, but it has 
substantially 
evolved," Steve 
corrects- "For 
instance it's multi- 
p Layer now, and if 
you play on your 
own you Ml be faced 
with three computer play 
ers. It is the Kick Off 3 engine, 
but the graphics are smaller so you 
can see more of the pitch. Because 
of that, you have to make changes 
to your game, to take into account 
the wider view of your team," 

It does, however, feature the same 
side-on view of the play, "along with 
a couple of other views, and it's real- 
ly your preference which one you 
use," he says. 

Other frivolities, for want of a 
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Circle: The idea 
behind the doll's 
house screen', at 
Steve puts- it, is 
that the whole 
game is covered 
under one roof, 
and every aspect 
is easy and quick 
to reach. There's 
the chairman's 
office, archives, board 
room and training areas. 
Amongst, er, some others. 

more suitable word, include the face 
of Alan Hansen, TV pundit and ex- 
excellent defender of Liverpool's 
faith; although you won't get to hear 
his wise words unless you have 
access to a PC with a CD-ROM "He's 
his own agent, amazingly," laughs 
Jeeve Gupta of Anco, who's now 
joined us for a chat, "We just got 
hold of his number from somewhere, 
rang it, and his wife answered! 

"On the Amiga 
version his face will 
be providing pre- 
nvatch and post- 
match commen- 
tary," boasts Mr. 
Screech proudly 
"What we're 



Aha, the board 

room. Yawn 
( sorry )- 
Presumably 
there art a 
few bums 
on seats, as 

jt were, in 

the game 
'proper'. 




really trying to stress here, though," 
insists Jeeve, "is that you can actual- 
ly play in this game, though; it's not 
like one of the normal simulations 
where you don't get to play football - 
What's we're also trying to stress," 
he continues, rather 
confusingly, "is 
that it doesn't 
matter how good 
or bad you are at 
football, it's the 
managerial 
results which 
count." Hmmm. 
Player Man- 
ager 2 has four different modes 
of play, apparently. There's the 
Personal Challenge, where you try 
to reach a target such as winning 
promotion in five seasons; the Knock- 
out, pitted against three other man- 
agers; Rolling, which is the normal 
player/managerial mode of play; and 
lastly Player Manager World where, 
excitingly, "up to eight players can 
save their dream teams on to disk, 
and load them and their tactics for a 
head to head to see who has 
created the best team," The 
words barrel, scraping, and 
bottom spring to mind, 
Once again, though, 
before we complete 
the interview, the 
boys from AncO'i 
thoughts turn to 
more stressing 
matters: "Anoth- 
er thing we're 




Left; The little Ray Trace lines ma* 
the tactics screen in SWO... sorry. 
Player Manager 2. 

really trying to stress is..," no, real- 
ly? You don't say. "...the tactics 
designer,' says Jeeve "it's being put 
in at the moment. It's very power- 
ful, with a little feature we're call- 
ing Ray Trace." 

The thing Jeeve waves in front of 
me has a diagram, looking a bit like 
the tactics editor in SIVOS. showing 
a small pitch with a number of 
arrows pointing in different direc- 
tions all over it. "The Ray Trace will 
show you which direction your play- 
ers are travelling in, with relation to 
the ball," he explains. "So if the 
balls there, , ," he jabs a finger at the 
picture, ",, r and you can see your 
number 2 running all over the place, 
wasting energy, then you can edit 
the tactics so that next time he'll run 
with it straight away." 

To edit the tactics, you move a 
ball around the pitch, and then edit 
each player's attributes depending 
on its position, just like in... oh, look, 
it's obviously competing with 5W05, 
isn't it? 

Wee-Hi..." Jeeve hesitates, 
'not really, to 
be honest. I 
mean, yeah, 
we're stress- 
ng the play- 
ng side of 
things, but 
that only 
makes up 
about 30 percent of 
the game. The main 
bit is the management, and select- 
ing the best players to play for your 
team,'' he says, rather wafflingly 
missing the bus marked 'answer the 
bloody question!'. 

"We're now putting in set plays, 
as well," sidesteps Steve, "so you 
can build moves, We've got school- 
boys in there, 16 year-olds who, if 
you're a good enough manager, 
you can take on and train. We're 
not really touching on the ground 
improvements and such, like nor- 
mal football management 
games — they are in there, but 
the board decides them, not 
you. You're free to concen- 
trate on dead-ball tactics, 
picking the right team, and 
playing the game well," he 
stresses. Doh! O 
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. . . E 13.99 
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EB.99 
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fl64* 
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Cm 


iCbo ... 


E1999 
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.E1299 


Conbai Aji Pan- 


E12 99 
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..E2199' 
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EI'JM 
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. »9S 


Ooflllflrt 


E10.B9 
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. . 19.B9 
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Ell. 99 
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tm.99 


L"na>.i 
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t"99 


e» ..... 
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Lit & *e Btrofcfef 
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(IS99 


1 1 i;-ia(rp»-ri*>p Eaicn 
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E» 99 
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1 .!'■* ' 


EI-D99 
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FKKt DlSki, 


E22» 
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Li M 
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. £11.99 
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. . £14.99 


GkCUl Obiilrikr.. 


E9.99 
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£ 1 2 99 


Gr af-am Eoodl Teea Ataio. 


£'999 


Graham Eloodl Seco'id I'unjh 


E"99 


U*in5hi3 


£7 99 


Gunshp2COu . . 


£'9 9? 


HsmdallZ 


I \tM 


Hean CM Otnn . . 
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m H 

(19 » 


>Vri». Den* rjl iiames Yon 


Hoy* &>* ol Gamaa TAjU 


ci«» 


NpaiBUf Mison 


II'. VI 


raura .trii, Altu-iis Acw |1Magi 


l-'H" 


kvuna Jt^iii Fara ul Adana* Aiaihi 
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I'Ktf l.mi ijiii'-Kr drtrfr. 

ivnd Dl Pi* Foiinu 

IkflH. V 

l.ll.l- .1 

Jam** Psns S Rccmxl 

Jrmy Miiti Wiilwrt Sraatm 

M*i MAikk.-i Aimers Toc4»f 

JUIB£d£ PAlh |lU*K|| 
Ju'lUC F"Hik 
KZ49 (Uk»ih t) 
KckijtIJ 

KucawH 

KbPt 

UMHtMOK 

Knn IMxd>9 

KngmihAi 

KSigpay 

K>HJKQu^!l 1 

K"gi Od«1 2 

" nj] ClJHl a 

KngiEMnl4 

ISjngs Cbdsn j . 

PfKr^aTho5kiiliym)| 

IiIWIIiMB 

ttfflnd of Vbbui 
La^ficy 41 Fyuihki 

Ldifuld Bui La-iy 1 
Ldttura Bul Li-yf 

Lfl«u'c &ji Lflvya 
Lpvi& Cl'flNnfl* 

LoidsCITlK^NHn' 

Lusi 'J*rgi 

LtXn 2 

Mcv'ipsiB'fUrc-F'iflmsf Ldii^ufr . 

Ml»-tl>t:lc"jrD34 95ailJ Dak 

MBxhMlff' urD n-£ Chiuaa 
Mnri-(jn|D' Sot FrmclHO 
Mar's: Human . . 

Mmlr- Add 

Mmp frDaru 

k»«7j wjpynoi 

Mcro wjcmnci 2' 

Utnpcw Grand Fvn 

k*J"l«) IlivH 2 Lc OuoU m . . 

Mi n attli 

ntapti 

«MtU Komliia 
HmHI Km™*: ? 
Mr r«.ii 

Uuli Fli^i SiiOiw kljr^ijtii 

Mg '.1. ■■i-Uiui.i.--., i>. • i- 

r-,.,03,:, ='.|,I. 11 

PKMtn indSmri 
Or. ItlD Eull Ldi£FJ» EiIIki- 
Oh LtH Boll Warm Cue Eetwn 
Chvilmrfl . . 

CMvtfd" 

Pwroan 

P**ihnhin 

PQ A E u mqefiT' Tour Gar 

PC*, low Got Pui 

UniLjIlfJrfrsr-s.! FanluSiia . 



ill) » 

EH-** 
£l!'» 
£2149 



»»Blm 

Pizza * Yocri 
•>DtotCuKl1 
PDka- Ojflii 2 

PDfcCd OjC^I 3 
PlHMf Dihfl . 
PfflW hk>±» 
Prtmdr ManbOjfri ^A.ll 
PiamrtiMAiiiKi'i 
PianMrMau4*f) 
P i yj **l 

P»i*lA Mii.hi 

Piti>aXrMi>]i 

lj.111.1 I1.1 Cmv 1 
HiSdll 1* !••> SkH... 
Hiiariit . . . 
Rhrtu . 
Ri»o(ihA Hauui' 
Fkiu HBEft 
HotM ik«i t Ftoqu dm 

Fbbocopa 

Horn «39C . 
J*J* H TuntlllJ 
**jQby LoogLW Coach 

Serbia 

UrTOnrt Sijmuiai 

$*vrt nl Wt*!., Island <lMao> 

Sfl"i** Grf' 

■ju^h? Sggcbt Inl Eoiion ... 
Serobla rtcfld of Snow' . . . 
SrttamdMtg:. 



. .E1149 

E10 99 

.. E1799 

.E1699 

E990 

E14 99 

. . Ell 99 

E 17.99 

£10.99 

. . £12.99 

.. £24.99 

.. £22.99 

.. £'0 95 

■2 99 

i 1 lift) 

fl(HTj 

fl?*9 

(1U* 

(22 99 

£103? 

£|9SF/ 

E9 9ff 

E9BB 

£1299 

. £1299 

£1299 

£l?*B 

[1?S9 

I«6tl 

1-1? as 

wet 

i-n(lH 

er.flt 

fiSM 
Ci2« 
(11 69 
flT« 

(S99 

.cm 

EltJN 
(l.JW 
£12 99 
£19 99 
. £1«99 
D6 99 
E9.B9 
lie 99 

tins 
Cum 
€11.99 

T10.T9 
tlG.Bfl 
•, ■ I! ^. 
tlB.tt 
1 ■ ■ >j 
tttt 

c:^ * 

! ' 1 -, 

(10 » 
culm 

III 1 -',? 
Lir« 
E1999 

L2J99 

.. £9.99 

.. £4 99 

. £17.99 

. . £9 99 

. £13.99 

. £13.99 

£!2.99 

£'399 

£13.99 

£22.99 

E2G99 

EI399 

HIM 

(1099 

(9 34 

eiT» 

M-'iM 

..C1**) 
C19M 
,Cll3S 
..31»H 
..314 9* 
31* 9» 

EH ■« 



Sfutikn. tgAMr . . E19.99 

SJHHM £![>.99 

9uiiiI fMtr.r.H^ E12.99 

SHBAniCMMU £19 99 

Slfn Cttf Cl^.ki-h £10 99 

5«-C(l, CUBii£*Pl«fc £22 99 

-.•- I .. !■: . .!■•■, 1. 1 •>.■ I C<0 99 

Sim Dr ClMir. ■■ firj 9$ 

SniQii r» SoiEunti .|1 IjAtqj (^9 99 

Smon T» aoKdiw y CU N 

Sludnutii . 1iU»!|i 17M> 

S-ioV-ilHi 2 

Soccer Kid CV 9B 

Soccdf T*am Manogai . 1 ■>:> '--. 

Epic*. Acadtmi OU 1 

SCslCi- Ci al^iK £4 64 

Ecdoc kt.lt. £9 69 

BptAtOMHtt 

5p»»L>#4iiI 

3p«£*OuH1l £10,99 

Spwde*"? £i.n 

SpgntLooKy £19.99 

Gordon: SokhI Edrtoo . IB.N 

SUDOT] J22.BB 

Soup Turt TfK Suroli CALL 

Super Frog 1 IMeoJ £13.99 

Supr Strut flfjir 2" £19.99 

Sum E3.9* 

^ii-oeaicliw™: . £!!.«* 

It AicjcB Game £21 j» 

f acted HaruoD' 2 £ 1 7.99 

<K*M mjoaae' Enaluic £1999 

TrnmirCeaocuon-i'Dl! £1993- 

Tan intdHieiil Slmlecrii Uamei £19 99 

TqruiqCvjp2 ES93 

Tlirir Frfltf kMsipit] E9 9B 

TOfirnePBik" E22 39 

TlnjmjiiTiiijTjrtiEnareCol £10 39 

TUm tandry StrahJm frxHoad £19.99 

T«i0l>0-2 £17.39 

Tornado . ., E22 39 

Tower AaaauN £1139 

TOM Carnage .£19.39 

Tiapi'n Treaflurea £19.39 

T-»;k;jji1 Manager ? ,.., . . . CALL 

Tinipl IVaijt £0.99 

T-jToThi C17.39 

Tm«n} £12.99 

Uii CALL 

U*0 Emmif Urriuwn £22 99 

Unhwaa £22.«9 

Undiirn! EHS9 

Ulopj £9.99 

Vamala eaftxa Tha War £2299 

Valfia4a EIB99 

vlaiLijx E1S*J 

'.'dvaciea 01 CtBKftwv ■ E12M 

War *■ rheSu» , E10» 

«(»», HjgtkLaaj-je £1899 

IMtjCupScctsr £1799 

kmB Sl'eeh ........ .CiM 

Man Wire in The NaftanU Latsr, .. C*LL 

*nng Commander ... , J3.B9 

Wirier Camp . . . £4.B9 

WlrM . . . £9 99 

WundenSog £7.99 

WloilS&jpUS*B« . £19.99 

WfjrtJ Cup V«ar 94 . . £13.99 

Vm-f [unopearMjmpaoei-Hjj: eb.99 

Zeewod £19.99 

ZOOI2 £12.99 
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rVaddr" £19 99 

Any. Broad 2 £19 91 

Ahn Brand 3D . . (1 1 *l 

AJrrad Chelan .. flo!» 

AIMa*y*aHdO'L«m!rMHM (1999 

Banantd . £1*^6 

Bocdrai . 

Fjoov Bk>wi Bl ''"' 

Br -Ml E^citj. FccdMl Dhi.m. BJ Ml 

Bubbat and Sguui ri4i» 

BumparaEun' 

Bumtm ... . . . £17.09 

Os> I MODI . "EMM 

■Litres iKnniMiti ... CALL 

devtrmr' £17.99 

Ou* £19.99 

ConHwl Can . . £27.99 

Canon £22.99 

r>M!Ti £9.99 

Drfcm-Hh £22.99 

ESwriyaa- Um.ii ■ y £2299 

E^rAnsn .Caix 

Fiih- EI999 

Fwm o"' dory- E22 99 

FiwItH"! Cfr EI999 



FcorbaH Gkn-f Irtdoors . . £ 1 a.99 

Fro-|Lr«i £22.99 

hkatndal 2 £2199 

Migr Se« yjdf E229S 
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letting LH EI9.B9 
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Oer«MnCaA>^2 E14.B9 

lifrik^g ...E19.B9 

IWJ6 Ol Th, Jiealm E22.99 

UijHyta,!- £10.99 

Morph £12.99 

"uIbt Leagje nwvt £19.99 

MaugTr -Onai £12.99 

r> tha Ball Laao/ie Emm- ' £21.99 

Cri ma Ball WtrtJ Cup FjUMin £-0 99 

Prtial FaiMWa £ 'BW 
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P5A Eumpaari feu- Gor 

PrnwrMjua*.. (W» 

P ir-iHi M«1U)«| :l (1T» 

Puiy^fluM .C**X 
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Fi,d»- Cup Gal E1MI 

5nsdow -flhiar £"17 69 
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StnUte . . .£*.» 

Sinn Hie Soroeiw .. .£21.39 

Stann he Sorowar 2 £26.39 

StMon Kro»' . . . £22.39 

SaaLWKU £.19.39 

511' Trat (Hwd EH* Ortyi £14 » 
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Super Laooz C Al . 

Super SlarEhiU . . £1399 

Thame faix £22 99 

Top Soai 2' . ... £1799 

me £2991 

TOPD' AiiJi.ll £1399 

TuitMl TiJj £1D» 

UFp Enemy LHincmrt CHK 

kVninlmy li Sou'rw (19 W 

2:kI ? E1TM 
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Al Ta M *il IAC4i 

AnudeRarj 
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Bugs 
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Qua 
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Fir*9ve.4i.^rui 

F«|,- 
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■:-m ■>. 
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E-NJaf 
..M 99? 
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E999 
..CALL 
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ScaHU UratCY 
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Si-*h- . . . 
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S+.ii F og 
FjjparLnorij 
BJtBiei WndLajf 
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TF)! L 

TTirriH Pn-k 
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Till* Cainaga 
Tuw&r AAjdui 
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Trulb . . 
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WHxksCup Cell 
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Wi^.i 1 A 
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Ad &^df. 11-1}-1)-H 1 . 
A£H Fraitrjl ll-l2-li-l4-lSyr» 
A£HHa»ir,1l-1i.iJ.i4-i4uni 
F.rjriiri W ewi .J is 
F»« Sdiixu 4 under i ym 

Fi" $Cho«l 4 i-7 yrj 

Fun School 4 ?-i 1 -jn 

KoPl, 

H«49y a ©5 Achentjrf 

Nodd>''i Ptiyime 

f'ani and Cream i'uri School Spach 

f'Bijonyi . 
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CALL 
£22 69 

£i;h 

£il.» 

'. ■ n '-• 
£21 09 



■■ ■ '- 

atm 

C1B99 

>:i ■-. "■■ 

£1799 
£1799 
£15 99 
£2*99 
£26 93 

£1799 



£19.99 
t!7.99 
. " -1 *5 



£1995 
CI399 
l 7"55 

( ' -*- 
£I5» 

Eifoe 

£1299 
i:i9S9 
E1939 
EI4 33 
E1739 
.£22.39 
£19.33 



ei«jt 

ETUI 
£1*99 
E1S39 
.E1S4B 
EI6 49 
EI6 49 
.E1S99 
£16 39 
£10.90 
£17.90 
£■'6:13 



ChMcah Bjj K I I 99 

Loclc9 Dara Raj. (1*99 

Oinckior JaHlglaer fuss 

Outctshoc Martnds I .£1114 

QuntBhot PyVon . .£994 

6tn>Ht*t%5 AutcDia E I I 99 

2(»H* Sipar Pin EI299 

3o*admitui# Lr>g« 1 £1299 

...-if. 3 FnwIW .mi'. 1 |i.< rt-*-*i 

ii" Disk Sen rem hi ft™ 

i 5" Disk eok hofch BO HLM 

Unbrandoa i G - blar* d '.-. * I j . £5.60 

llSK Un-sde M0 CLOCK £24-39 

Jjdec LiloinalDitk Urra E&230 

MbuH War £1 30 

1 ■/■n.n.T- jcyi»E* I EktanponLeod £7.31 

LigM»ab>i Jo-raSc* SpJHer ETJjg 
Lnj-i»nveCn ^inl P 



Tel: 0268 725500 • Fax: 0268 590076 
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Telephone Orders: 

1 10am - 7pm Mon - Fri, 10am -4pm Sat - Sun 
I Answering Service al sll other times. 

I Callers by appQinirruenl only. 

I Ail prices indude VAT & Postage 'or LJK Mainland Add £2.00 tp postage prloe ■ ri";ir>7n 

Iror U\K>\>\: it'nj £3.00 for real ol 1he world. 

Ir*e«t aay senvlcaj ervtiteftle £3.70. PIbbe* send cfteques I PCi paynbkl ic 

SOFTWARE FIRST, 8 BUCKWINS SQUARE, BASiLDON, ESSEX SS13 1BJ. 

j iJioirv suflic»Bnt ima roc cheque clearance. Crnrlir curds are nol ctHnged unrtii day ol despatch. Pltass Mate make and mmli'i nf 

coenpuler «hefl onj 

I If you can't see what you want please call, new stock arrives daily. 

[Some tdes may not he r*lBased art tima of grjeng lo press 

I Wa supply- only OHicial UK producl Farmats EupportEsI Include Amiga . r*c ST. MaSlae SyslBm, Megadrive and Qaana Gear. 

I, .iii.|i-'.i i changa- without nobce. All rienu B.-bji?n 1c availability. E & DC. 
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teve Kelly's just had a baby. 

Nine months ago to the day. 

in fact, and the little'un's at 
that stage where neither mater nor 
pater can guarantee regular shut-; 
eye. "Babies and music," he says,: 
wearily. "That's all I can talk about, 
really, because for the past couple of 
months that's all I've been doing." 
Steve's here alongside Simon Knight, 
who I'm sure many of you are begin- 
ning to know rather well; he's the 
designer chap, cropping up in many 
of these interview-type things, 

"I'd say it was split 75-25, babies 
and computer programming,'' Steve 
announces, thoughtfully, before real- 
ising that rug-rats are once again 
chewing at his mind and promises 
that there will be no more baby talk. 
At (east, until we get to the pub. 

"I've been working quite closely 
with Simon recently," he says. 
"Today we've been concentrating 
on,., what we're calling level nine, 
but will actually end up as level four 
of Futureworld," The future is to be 
the first section in Chaos 2, rather 
cheekily up-ending the time/space 
armchair from the very beginning 
"They're not ordered by time, 
though, just the order we create 
them," laughs Simon. 

"We're getting in a lot of specials 
at the moment," Steve enthuses, "dif- 
ferent powers for each player: for 
instance in visibility, and a duplicate 
self. The latter you can use to drop 
a clone of your cha.racter, which will 
then go off and attack your oppo- 
nent for a while," 

"That's actually rather similar to 
one of the competition entries," 
Simon grins, referring to The One's 
recent design-a-weapon compa "But 
I thought of it first!" There's some- 
body rather disappointed out there 
now; knowing already that they 
can't have won the prize. Never 
mind, though; at least you know that 
The Bitmaps thought it was great. 
"And we've been tweaking the 
mines, rather an important element 
in the game," Steve continues. "A 
mine is a weapon that you collect as 
a power-up. and then drop behind 
you as you nun around. Before, they 
used to blow Up after 30 seconds, 
now how long they last for depends 
on your rank — so if you're at '0' it 
might last TO seconds; but if you're 
'3' or '4' it might last for JO or 40." 

Rank? Is this a new thing with- 
in the Chaos 2 design? 
"Yes. Basically, as you collect 



more objects and amass more points 
you go up in rank. If you go to the 
next rank, a screen appears in- 
between levels to inform you," adds 
Simon. "Higher ranks enable you to 
move faster, to take more hits, and ! 
you can get better effects from the 
special power-ups." 

So back to the mine, the higher 
the level you are, aiso the more dam- 
age the mine can do." Steve explains. 

Steve's seemingly the lead pro- j 
grammerfor Chaos 2\ at least, every- 
body else has described him so to 
date, although he's reticent to admit 
it, and prefers to play down his role. 
"The programming is split between 
myself and Steve Cargill, really. I do 
the engine for the game, effectively, 
moving the characters around and so 
forth- When Simon comes up with a 
design idea, I try an implement it as 
quickly as possible. 

"He's also a bit of a guinea-pig for 
me, in that I design the levels with 
two players in mind first of all," 
describes Simon, "Otherwise it takes 
far too long to work out the charac- 
ter intelligence. So I need someone 
like Steve that I trust to play it along- 
side me, and then we work out 
together if it works or not — maybe 
it might need another door here, or 
something else there." 

"That's exactly what we've been 
^oing today, with this Futureworld 
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'This witl change 
depending on 
Which character is 
being played," says 
Dan Malone, point- 
ing to the left-hand 
face. "There's your 
Skill, Health. Speed, 
Bullets-- Overall 
Level [points to the 
big bar at the bot- 
tom]. And, er..." he 
gets stuck with the 
empty black box. 
"That's supposed 
to be the ammo." 



level," Steve chips in. "in the second 
half of the level there were four keys, 
and when we played it we realised 
that because of their position, each 
player got two each; and there 
wasn't enough ammo in there to rob 
them back off the enemy So when 
that happens we go back into the 
code, and correct that sort of thing." 

RANK SMELLING 

Because the levels are designed with 
two players in mind, this quickly 
weeds out any possible design prob- 
lems which may be thrown up when 
actually playing it — because a 
human player can be far more cre- 
ative and cunning than a computer 
player could be. Next to actually 
designing and programming the lev- 
els, it's this 'tweaking' stage which 
really eats up development time. The 
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Bros have found that more and more 
tweaking has been necessary lately 
— a good sign, which at last points 
towards the end of development of 
the game. 

"I'm pretty confident that we can 
start putting in monsters into the 
Futureworld level now," Simon says, 
"because now we've tweaked it, 
even though it's still rough in places 
we know that it fundamentally 
works as a level. And we're getting 
used to working this way, so each 
level becomes quicker to work out 
than the last." 

"Veah, in the last two months, the 
monsters have really started to come 
together," agrees Steve "We've been 
looking specifically at levels which 
have been designed for maybe... six 
months, and making them work cor- 
rectly; which means we've been able 



It's time for the fourth and, probably, the 
penultimate section of the Bitmaps' latest 
masterpiece. Too bad — Andy Nuttall's 
beginning to (ike visiting their plush 
Docklands offices, and Matt and Harry 
like getting him out of the office for 
an afternoon. Shame. 




WORK I 



P R O G R E S 




to throw loads of baddies in as well." 

Now for the techie stuff: don't 
read on if you're faint of heart. 

"At the start of development, I put 
together a system which defined 
everything in the game as an object," 
explains Steve. Don't worry — he 
promises not to get too technical. 
All of the backgrounds, animated 
things, everything is made up of 
objects. My system can create 
objects, delete them, and move them 
around while checking for collision 
detection [where an object hits 
another object — Patronising ed.]." 

Simon, who also doubles as a pro- 
grammer, then created this thing 
called an object language, where 
every object can be programmed 
individually to say what it does given 
a certain event. 

"If you take a pressure pad, for 
nstance," Steve says, "Simon could 
program the pad to display a differ- 
ent sprite if a player walks onto it — 
giving the impression that the play- 
er is pressing the pad down. When 
it goes down you might want it to 
open a door — which would simply 
be a case of programming the pad 
to create an event when it's pressed, 
and programming the door to open 
when it receives that event, Does 
that make sense? Anyway, that's 
what I've been doing for the last year 
or so.™ 




"When we were thinking about 
how to do it I spent quite a lot of 
time talking to Eric, because he'd 
done Gods, chatted to both Steves 
about how The Chaos Engine 
worked, and quizzed Jason [Perkins] 
about Ruff 'rt' Tumble," says Simon. 
"Basically, it's impor- 
tant to draw on other 
people's experiences 
as well as your own 
stuff that you've done 
before. 

NAVVIE RASH 

"As a very simple 
example, in the origi- 
nal Chaos if you 
flipped a fever to open 
a door, that was it. 
You couldn't do any- 
thing else with it. In 
this one, though, you 
can keep flipping the 
lever and the door will 
keep opening and 
closing." 

"It's meant that we've expanded 
the system," adds Steve, "so much 
that it's taken on a very deep com- 
plexity; you can do a hell of a lot 
with it. It's grown to be... quite a big 
thing," he flounders, trying to think 
of something very large." 

Are you excited about Chaos 2? 

"Yeah, very much," Steve says. 



Ohce again the ttontleman does b*t- 
tlf with tome rather sour-Fated 
niss, while the Navvie makes hi 
north let trap him In t!** tfew 
The game's' really tdkincj -shape m 
wtth tins Futureworld even m 
idvanteri than this., the Artec.* 
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Steve Kelly's been 
involved in almost a I 
the Bitmaps' games, 
though Chaos 2 Is his first 
serious programming pro- 
ject since Cadaver. Since 
then he ha; been but dab- 
bling his toes in the 
murky waters af comput- 
er games. 



enthusiastically. "It's really starting 
to come together. There's loads 
more stuff to be done, though. The 
end-of-level guardians are a major 
part, for instance, There are some 
tweaks which can't be done using 
the existing system, and need to be 
done individually, 
and then there are 
the monsters. Most 
of them will be stan- 
dard eight-direction- 
al characters, with 
four walking frames 
and a shoot frame, 
but there'll be some 
others which will 
have to be coded 
separately." 

"There's also the 
Medieval level, in 
which you have the 
ability to go in and 
out of rooms," says 
Simon, "and the 
Japanese level where 
you can walk into 
water. Those will also have to he pro- 
grammed individually by Steve." 

"All the management screens are 
written," Steve adds, to much 
applause from Simon Apparently 
he's been waiting all this time to 
mention management, simply 
because Dan's given us a screen shot 
of a Level Award management 



screen. "They work perfectly on their 
own, but when you put them into 
the gam e... hello, nice black screen. 
I think Steve ICargilll's fixed that 
today, though, so we'll go way 
ahead and get those going next," 

"We're basically going to try and 
get the whole of the Futureworld up 
and running, as a sort of mini- 
game," says Simon, "with the man- 
agement screens around it, the 
'Game Over' screen and the title 
screen. We'll give that to the testers 
and let them play it, and from then 
on Steve and I will keep adding lev- 
els on to the full game." 

From the mini-game, Simon reck- 
ons, it should be easy to produce a 
coverdisk demo. And you know what 
that means? Yes, the lucky winner of 
December's competition to design a 
weapon for The One's exclusive 
demo of Chaos 2 will see his or her 
fantastic creation in action. 

Watch out for next month's issue, 
where we'll be printing some of the 
best competition entries, and also 
the results — chosen by a panel of 
experts selected from... well, The 
One and the Bitmap Brothers, really 
And of course, we'll be bringing you 
the final installment of 'Chaos Sera 
Sera' — featuring musician Chris 
Maule, and a final few words from 
Eric and Simon about how it's all 
turned out. See you then! £$ 





n 

> 
o 




Il I > 



■ m JH riii ■■ -Qi lit i ■ Miaitli 'mingJiiMiiiiiiila mi 




o 

I— 



cc 
O 



WORK I 




v 



God, in his infinite wisdom, blessed the gently goatee-ed Matt Broughton with a poten- 
tially afro- esq ue head of hair. Sadly, all the chaps in Gametek's new offering are never 
likely to experience such a hilarious appearance, as they are all quite, quite, bald. 
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aldics is by no means a new 
idea. If you've played The Set- 
tiers, Genesis, or the mother 
of the entire qcnre, Populous, then 
you're already there. You have 
builders, soldiers, scientists and 
breeders (they get the best job 
believe me!) with a control method 
just screaming of the user-friendly 
Lemmings. But 'Heavens 
Betsy', I've only had a 10 
minute muck about with the 
game, and Creative Art's 
man, David Wightman r 
is sitting here beside 
me. So, David 
'How do they do 
that?' 

"Er, fight. 
Well the bot- 
tom line for 
Baldies is that 
"it's a war game, but not 
a standard strategic war 
game in that you don't 
have to plan your attack before 
hand; which is realty tedious if you're 
not into all that. The concept was 
designed from scratch to have the 
depth of gameplay as something like 
Populous, but with the accessibility 
of Lemmings. What we have, 
though, is actually more playable 
and has more depth than Populous, 
mostly because you can have up to 
14 players against each other." 

So we're talking Amiga network 
time' then? 

"Well, as long as we can fit it into 
the Amiga version, there should be a 
network option. We designed it to 
be a networked game and the code 
is all written so that we can put that 
function in at the end of the project, 
on the serial/parallel pert. The only 
problem here is sending 10.000 X 
and Ys down the line once you start 
getting really huge populations. It 
might have to be a limited network 
game, with maybe a maximum one 
hundred Baldfes per side. 

Hmm. very clever indeed, but 
how does it play? 

"It's pretty good fun," con- 



tinues David, "and you can have dif- 
ferent levels of intelligence, each 
with a different emphasis. You'll get 
opponents who'll build lots of hous- 
es and breed lots, making them 
tricky to kill simply because there's 
so many of them, then there'll be 
others that are very clever and build 
lots of inventions, spreading them 
around the map. Another oppo- 
nent might build up tons of sol- 
diers and protect their area-" 
As is the way of the world, 
everyone who's seen 
Baldies has done their 
best to compare 
the little coot- 
headed blighters 
i with other 

', games, but with 
- comparisons 
as Mega-lo-mania, 
even Sim City 2000 
floating around, things 
don't look too bad. So, I 
ask, boldly, where did the original 
concept come from? 

"We simply wanted to design a 
game that had something to do with 
lots of little characters running 
around the screen, all with their own 
Al (Artificial intelligence, acronym 
fans) and doing their own thing. As 
it is now. Baldies is miles away from 
the original idea." 

The team originally had a larger 
number of specific occupations, 
which made it a much more of a 
strategic venture, but simplified it for 
a very important reason — it was 
more fun to kill people! 

"The first invention we worked on 
set everybody on the screen on fire 
— that's always a favourite. It's just 
the way it developed; it wasn't a con- 
scious decision to make it more 
areade-y/than simulation, it just hap- 
pened that that was the most fun," 

TO BALDLY GO 

One of the obvious elements effect- 
ing the character of the game is the 
presentation, but even the little 
Baldies themselves have evolved as 
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As with many god-sim 
games, the skill comes in 
juggling your initially lim- 
ited population to the 
best effect. Do you get 
straight on the case with 
the scientists' inventions, 
or do you just bung as 
many people in the houses 

as possible and get them 
to breed. Hey, I know 
which one sounds good to 



time's gone by, 

"The original look was a much 
flatter one, but then we kind of tilt- 
ed it a little bit toward you and it 
made things much better. We had a 
version that was isometric so you 
could walk behind things properly, 
but it was quite difficult to work out 
what should happen when; for 
instance, you pick up the Baldies 
with the big hand and go behind a 
tree. We ended up including a shad- 
ow so you know where you are." 

The game seems to rely quite 
heavily on tons and tons of luwerly 
graphical rewards throughout. Was 
this the plan all along, or did it just 
'occur'? 

"Everything in the game is delib- 
erately graphical; there's not really a 
lot going on behind the scenes that 
you don't know about. We've 
worked hard at getting the Al right, 
and though it's only just going in 
now, we've got the Baldies doing 
things like huddling together and 
falling asleep under a tree if they're 
tired. They'll urinate just for the sake 




Come on baby light my fire, try to 
set the night on fiyerrrrrrrr 

of it if they're bored. 

"There are Jots of graphical touch- 
es and lots of hidden effects to find. 
Fish jump out of the water [unless 
some bugger has relieved himself in 
its pond, no doubt — Harry.] and you 
can grab these with your hand and 
drop them on the ground where 
they flap around. It serves no pur- 
pose; it's just something to muck 
around with — there's tons of stuff 
like that. 
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a.ght: "The thing that ties all 

of these traps together is 

that you can go to the 

enemy's castle but you can't 

go inside to kill them, 

m« tea d you cart drop a ferret 

inside to chase them out, 

-'.a an area that you've tuv- 

•• -ed the ground with various 

devices of death. That's one 

way of counteracting them 

hiding in houses, you've got 

other things like helicopters, 

and if you build a garage you 

can invent cars," David 

Wig htm an, Creative Edge's 

Managing Director, and 

Baldies chief programmer. 






The busk idea is that with the 
interface and the tools you have you 
can try anything with anything and 
see if it works. You can hide people 
in trees, or drop people into lakes to 
see if they drown (which they do, 

- : dentally). You can then exploit 
**hat you find by, for instance, set- 
ting people on fire and then drop- 
ping them into trees or houses, thus 
setting them alight We just want to 
keep it as open as possible — to let 
people try what ever they 
want, and be rewarded for 
trying, even if it's nothing to 
do with the game," 

There are hundreds of 
inventions to play with 
m Safeties, and more 
are introduced as you 
progress through the 
game, They're fairly sparse to begin 
with, so you have to turn a few peo- 
ple into scientists, get them to run 
around gathering materials, drop 
them into a house, and then click on 
their blackboard to bring up the pos- 
sible inventions. Its a progressive 
groove thang, so once you've invent- 
ed and built for example, 'mini, size 
one', when you return to the house 
you'll find that you can now invent 

"nine, size two'. Build yourself a sci- 
ence laboratory, and you'll soon have 
ail sorts of diabolical and cunning 
things available. 

The varying levels do actually 
affect play — they're not just graph- 
ical niceties, In 'Hell' the 
Saldies all wear little togas 
and die if they get too 
hot! To counter this prob- 
lem-ette you can invent' 
little rain storms to 
cool thei 

down, In the 
North Pole 



Left: The most amusing 
graphical treats in Batdies are 
to be found with the various 
traps that can be laid in front 
of the enemy. There are 
springs that launch people 
GOO feet into the air, little 
electric shocks (complete 
with flashing skeleton 
effect f), and even one trap 
that pumps you full of helium 

and makes you expand until 

your heed pops oft! 



they can die from exposure, so 
you've got to keep them warm by 
'inventing' boots. 

SYRUP 

Because of the importance of having 
a good opponent in a one-player 
game, David took a slightly more 
'Bullfrog-y' approach when coding 
the CPU intelligence. 

"We're developing the Al by play- 
ing the game on the PC as a network 
game and then analysing 
how people approach it. 
Rather than just sitting 
down, and working out 
how the computer 
SHOULD play when per- 
fect, and then going 
backwards, we just watch 
people playing and try to emu- 
late a human opponent, This way 
you can copy characteristics that you 
wouldn't necessarily think of, and 
code them into the game. 

"The enemy won't always play in 
the same way over the same sce- 
nario, so, if after two minutes you've 
built a house and put 10 people 
inside it, the computer won't always 
steam in for the kill. It might have 
chosen to spend its time breeding, or 
put all its efforts into inventions, The 
CPU might be aggressive, or it might 
breed until it knows it has about 50 
percent more people than you, then 
turn them into soldiers and attack." 
So what's left for the team now? 
'Well It's really just tweaking 
time' now — getting the logic right 
and the Al spot on. After all, you 
don't want to play level one and find 
the CPU turning up with 1 ,000 sol- 
diers after five minutes!" 

No, you're not wrong 
there. Oh look, it's Paul 
Daniels SLAP! A 




Your Batdies need a place to live, and these houses provide them with 
somewhere to breed, build, train {military), and invent. As far as inven- 
tors go, you can have either construction research or scientific research 
going on. The more people you have on the case, the faster the various 
inventions will appear. 




The scientist is invaluable for making all of those luvverly toys already 
mentioned. Click on his blackboard and select from such beauties as fire 
bombs and spring traps. 
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As the builders become more skilled, larger buildings can be er, built. 
These buildings themselves can then lead to further developments, and 
once you've attained a certain level with a specific type of building, 
more advanced versions will become available. If you know what I mean 
(that's quite enough buildings for now — Andy,). 
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As well as all of the offensive traps, there are less... physical inventions such 
as population bombs that can he dropped onto buildings and get them 
breeding like rabbits (much the same effect as playing a Barry White luuurve 
album no doubt). Some levels will require you to build tons of defences, 
while others will force you to invent things as fast as possible, It's a sort 

of race against time, but with a large dollop of resource management 

mixed in. And some chopped nuts for garnish. Probably. 
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Zekte's never been an inspira- 
tion for Amiga games pub- 
lishers. One of the most pop- 
ular games in the world, selling over 
17 million copies, and yet available 
for Nintendo machines only, it's 

n ever ceased to amaze me that in ore PR J ECT: The Sp*< r '' J^E 1 '* 
Amiga publishers haven't 'borrowed' 
the genre, if not completely plagia- 
rised the game, 

Recently the isometric-RPG Zeida 
style has become fashionable in 
Amiga circles, though While Team 
1 7*s original idea for Witchwoad has 
been scrapped, we've already had 
Drsgonstane. while looking forward 
there's Legends, and now The Speris 
legacy from... yes. Team 17. 

"We've worked for almost a year- 
and-a-half on the product," says Ian 
Jolly, graphic artist working for Bina- 
ry Emotions, the team behind Sperms. 
Excuse me, a product? Aren't they 
called games anymore? "A lot of 
companies have been producing a 
similar game to us (that's more like 
it — Andy], so you end up thinking 
'Oh no, we're going to have to do 
something a bit different'. Basically, 
we took our most favourite type of 



This magazine is turning into a sodding brochure for Team 17. Still 
what can a lad do when those Yorkshire terriers just won't let go 
of the Amiga's trouser-leg. How it's a new Zelda-ish adventure — 
The Speris Legacy. Andy Nuttall proffers the doggy-chocs. 



^A 



game, which is basically the Zetda/ 
Secret of Maria sort of thing, and we 
stuck with it." ___ — ^ 

"When we were design- f 
ing Speris, we knew th 
Team 17 was going to 
produce a ^eida-type 
game, called WiUhwood, 
and that would be our 
main competitor, Then we 
heard of tegends from 
Krisalis, and we thought, well, 
the graphics weren't Quite up to the 
viivie standard. I'm not saying that 
my graphics were streets ahead or 
anything," he falters, "but I thought 
they were just a little bit tidier," 

PRISONER OF ZELDA 

Ian was understandably quaffing 
great foaming steins of the old 
Schadenfreude after the release of 
Core's Dragons Tone, delighting in 
what he perceived as obvious flaws 
in the combat sequences, and prob- 
lems with the limited style of the 
puzzles, "Dragons tone felt pretty 
rushed, more than anything," he 
adds, agreeing with Matt's review 
(Feb ish. 79 percent). 

fan and the others are "pretty 
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big fans" of Zetda and 
Mana on the Nintendo. Is 
it safe to assume, then, 
that they will be using that 
enthusiasm to make Speris 
a game of similar quality? 

"Yeah, definitely," Ian 
agrees. "For example, we're" 
using similar combat techniques 
to JWana, where you strike and you 
gain hit points on your enemy. If you 
attack from behind you get more 
hits, and if you hold the fire button 
down for some time you 
build up power 
and get a bet- 
ter strike. 
We're trying to 
make the com- 
jat side of things 
playable as the 
^P pujzly stuff, and its 
\. going to turn out well in 
the end, I think." 
But will Speris be any good? 
"The problem with most publish- 
ers is that they take the game, and 
they only look at its most prominent 
features," he explains "What makes 
games like Mana and Zetda are the 
little things; minute details which 
you won't find out until you play it 
for quite a long time- If those things 
aren't included, the whole thing 
starts to come to pieces. 

"Another thing that you probably 
won ' t f i nd i n the Mana ga m e , which 
is our strong point, is that we have 
quite a bizarre sense of humour. One 
of the islands in the game is called 
Cow Island, and when you're on it, 
you get covered in... crap." Aha, wit. 




■^ This church is part of one of the early puzzles, right at the 
start of the first level. "The priest give you some vNal infor- 
mation to help you on your way," *ays lam, helpfully. "Er, but I 
*an J t remember what it is at the moment." he adds, rather unhelpfully. "H* 
looks a bit like a Dulux dog, doesn't he," 

type of puzzle, it's in severe danger 




I thank God I wore my corset... etc. 

"You end up as a little brown blob 
with two eyes," Ian continues, and 
you have to go down to the river and 
get cleaned up — otherwise they 
won't let you into the village. Other 
little touches that are important are 
the collision detection, and a good 
storyline all the way through." 

Zelda and JWana are both, to some 
extent, fetch -and- carry adventures 



of becoming less like Zeida and more 
like the fantastic adventures of Dizzy. 
"That's what we want to try and 
avoid," says Ian, determinedly. 
"Somebody looked at our original 
graphics, when it was a side-on plat- 
former, and said r oh, that's just like 
Dizzy'. And I was gutted, for a while. 
But it's not going to be like that, one 
of those games where you have to 



where puzzles are often solved by pick up this piece of wood to sup- 
collecting objects from one person port that table, etc. 
and delivering them to another. And "In Speris, if you're talking to a 
if a game steers too far towards that character, and you say that you need 



"The Neonhead [the 
stone-looking thing — 
Andy] actually breather 
fire, and when he torch- 
es you you get thrown 
back towards the con- 
crete pegs, The pegs 
can be destroyed with 
bombs, while the 
Neon he ad has to be 
destroyed from 
behind." So, 
presumably, it's a tim- 
ing puzzle where you 
have to dodge the 
flames, HfT>mm. 
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heip with something, they might tell 
you that they have a friend who can 
help you. But because you don't 
mow his friend, you'll have to get 
the character to go and talk to him 
aefore you visit and ask for help. 

"The play will then switch from 
(he main character to the sub -char- 
acter, and you go off to discuss busi- 
"*SS with the friend — before return- 
ing and switching play back to the 
main character. It's quite involved, 
but we're trying to think of as many 
.: fferent slants as possible." 

As in Lucas Arts' Monkey island 
adventures, interaction between 
characters is via a list of cunningly- 
levelled questions, which can be cho- 
sen and asked in any order. The idea 
behind this is so that the player can 
extract what information he wants 
-rom the characters, and then move 
on — so it instantly becomes a game 
of skill, Or so the theory goes 

"It does make a difference in our 
game," insists Ian, "because you 
actually get pictures of all 
the characters as they 
speak as well. In Zelda, 
for example, you only 
get text and a bog- 
standard picture of a £ 
villager with a different *■ 
jumper on to the previ 
ous one. Because Speris 
has individual pictures 
most character, it becomes 
more personal," 
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SPERIS WEAL 

L'ke a long line of previous Team 17 
successes, the Binary Emotions chaps 



Jacked their 'real' jobs in, which obvi- 
ously represents quite a big risk. But 
because they've signed to the Team, 
they're slightly more, ah, comfort- 
able. But in its short lifetime, their 
game Speris has gone through a 
number of serious face-lifts to reach 
this stage, 

"When we started developing 
Speris 18 months ago, it actually had 
a side-on view," Ian grins. "We pro- 
duced it that way for quite some 
time, but then we realised it was a 
good idea to get away from the plat- 
former type of thing. And then it 
became the top-down game that you 
see here." 

"I've been in touch with a lot of 
companies through Speris," Ian says, 
rather matter-of-fattly, "and all of 
them have said we've got to get a 
PC. So I bought one, a little over a 
month ago, and I'm not very pleased 
with it. It's a Pentium 60, which is 
quite a nice machine in PC terms, 
and it's got 4Mb of memory. Which, 
seemingly, isn't good 
enough for the PC..." 
As though willed by 
e great god IBM, the 
one was cut off at 
, this point, with one of 
1 those tannoy-style 

patronising messages 
Sorry. There is a 
a very matter-of- 
fact way. Sadly, although I rang 
Ian back straight away, I never got to 
find out just what was wrong with 
his PC. 

I did, however, get to ask him one 
last, and rather important question: 




patron is 
saying 'Si 

fault.' in a 



took a direct route to publishdom by what on earth is Speris, anyway? 



sending Team 17 a demo of Speris, 
and keeping their fingers crossed. 
But before that Ian and Andy had 
sent it to other developers, with less 
promising results. As Ian recalls: 

'We'd taken it to a few companies 
Beforehand, and one of them, a dis- 
tributor, told us that we should take 
it to an educational software com- 
pany! And then Team 17, who we 
■eckon have a really good grip on 
how a good game should be pre- 
sented, just looked at it for about 
half an hour and we were sorted. 
They signed us up not very long ago, 
and... er, I left work today, actually " 

in fact, the whole team have now 



"Speris is the name of the game's 
land. It's split into 13 sections..." 

Noll meant what is Spens? Where 
did the name come from? 

"Erm, well, I don't know if you've 
ever heard of the flobotedi series? 
Well, one of the planets in it is called 
Spheris, and we just took the H out 
of it,,," 

Ah, nothing like a good bit of pla- 
giarism, is there. {Apart from theft, 
Theft is quite like a good bit of pla- 
giarism — Harry.). 

"Team 17 isn't particularly keen 
on the name, though, and it's trying 
to convince us to change it. If we can 
keep it, though, we will." Q 
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The little ghost is guarding the scarecrow here, who also guards a dark 
secret, apparently. Here are some birds, and the little ghostie being hit, by 
you. With a sword. Er, and that's it- 




THE WAY WE WERE 




espite hailing itself as a 
Zefda -style game, Speris 
wasn't always an isomet- 
ric RPG, No, around eight 
months ago it existed only as 
a side-on platform game. The 
actual workings of it were 
essentially the same; you 
could talk to the characters, 
and interact with them in the 
same way. But when you 
have a side-on adventure of this 
sort, it's in danger of becoming 
less like Zelda 
and more like 
Dizzy. Which 





is something those Binary Emo- 
tions fellas wants to avoid, obv. 
"Sgme of the graphics did look 
rather nice," reminisces Ian. 
"The grass looked even better 
the stuff we've got now, but it 
had lots of restrictions 
because of the view, and for 
an adventure game it just 
looked a bit awkward," Sadly 
we couldn't bring you com- 
plete screenshots of the original 
game; but here's a quick looky at 
the side-on graphics — which 
you'll probably never see again. 
Ahhh, bless. 
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PROJECT: Final Over 
PUBLISHER: Tttffli 17 
DEVELOPER: |n-h0Uf« 
INITIATED: Rid' 1994 
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RELEASE: March/April I99S 

Anybody expecting the usual 
long and verbose introduc- 
tion will be disappointed 
with Finaf Over, Yes, just straight to 
it this time, I'm afraid. None of the 
usual waffle you've come to know 
and love, because there's something 
I just have to know: What can Team 
17 bring to cricket, a sports genre 
that so many have tried, and so 
many have failed? 

"Well, we've kfnda got into this 
Arcade Sports Series thfng, and I 
quite like the idea of producing nice 
playable games from obscure 
sports," says Martyn 
Brown of Team 17, 
"Don't ask me why we 
selected pool, bowling 
and now cricket, I sup- 
pose it just happened 
that way. Final Over is a 
fot qf fun, which is more 
than you can say for other 
cricket games," 

Poo/, apparently, was a massive 
success for L'Equipe dix-sept, and 
with the imminent release of King 
Pin there's a lot to live up to with 
cricket. "I think Pool warranted its 
success, due to the fact that it was 
so playable and really felt like play- 
ing pool in the pub. Which is what 
some folk do, apparently," Martyn 
grins. ''Cricket is another sport, 
aimed with a 'fun' slant and a knock- 
down price, and we are confident 
that the Arcade Sports Series is get- 
ting recognised for what it is," 

Whereas Graham Gooch uses 
large sprites, and ITS Cricket alter- 
nates between 'zoomed-in' for the 
batting and 'zoomed-out' for the 
fielding, the designers of Final Over 
decided that it's about time some- 
body made a cricket game that uses 
tiny sprites all of the time, A bit like 
good old Sens* Soccer, but... well, on 
a cricket pitch. 

"It's simply a case of keeping to 




Andy Nuttall knows absolutely nothing about cricket. He is there- 
fore the ideal person to cast a cold eye over Team 17's new 
eleven-a-side game. Don't be surprised therefore, if all you get is 
a load of old flannel -s. Don! 

■ 



i £ I don't think he 

means Geoff Boy 

cott getting his 

widge out or any 

thing. - - 




one style," Martyn comments. "Peo- 
ple have said that it's purely a crick- 
eting version of Sensi Soccer, er, sort 
of thing, which is all well and good, 
but it does allow you better 
vision of where fielders 
are I personally think 
soccer games, for exam- 
ple, which zoom in for 
full screen penalty 
shots and the like, are 
pretty sad. That's a per- 
sonal opinion, mind." 
The question, then, is if 
the characters are so small, how 
the heck does the batsman, who 
uses a joystick (as does the 
fielder, incidentally) actu 
ally aim and hit the 
ball? The side three 
short of a score has 
it covered, 

"The ball actu- 
ally scales up and 
down, and 

doesn't get 

thrown in real-time 
speeds," explains 
Martyn. "It gives 
everyone chance to see 
what's happening and react 
accordingly. I must note that this is 
arcade sports cricket and not simu- 
lated 5-day test match tedium." 
Point taken. 

Sound effects have always been a 
sour note, if you forgive the pun, in 
cricket games. Martyn expects to get 
around this by using what he calls 
"fun effects", which sounds rather 
1 



IT 
4 



t 





worrying. 
'Team 17 
and all that. 
"Just because the 
subject matter is seen as 
dull and quiet, it doesn't really limit 
us," says Martyn. "We have never 
struggled for FX in the past, and this 
isn't the case now either. We can 
always liven things up. as I think we 
may have proved before." 

This fun' doesn't stretch totally to 
the game itself — cricket fans will be 
pleased to note that Martyn is pay- 
ing at least some attention to the real 
sport of cricket, I suppose this is 
Yorkshire, after all. 

"There'll be stats, within reason," 
he agrees, "but we're not really 
going for a stats-fans game. This is 
cricket as in the arcade style, as in 
lots of fun, like the feeling that you 
get when watching the final over of 
a one day cricket match and you 
need seven runs off the last three 
balls. We're trying to make it a lot of 

And here's some more cricket, just in 
case you were missing it with all 
these words strewn around. Bah. In 
my day all this was green fields, etc. 



(Above): And here we have a typical game of cricket, the 
indicated fielder running to catch the.,. Oh, look, this is 
(Circle): silly, it's bloody cricket, isn't it. Anybody can see 
that — look, leg spin and everything. In an arcade styley. 

Still, fun, and appeal to people who 
magic' wouldn't necessarily go for cricket 



— although I'm told lots of people 
actually like the real game." 

Ah. £rm, but just to clarify, all the 
teams will be in there with their real- 
life ratings and so on — and even an 
official-looking scoreboard. So it 
does basically follow cricket. "It's 
meant to be fun and have all crick- 
eting features, and some we added 
for the hell of it," laughs Martyn. 

While I was chatting about Final 
Over to Alan, Team 17's PR blokey, 
he mentioned something about 'a 
subtle sense of humour', Martyn 
falls off his chair. 

"Well I don't think he means stuff 
like Geoff Boycott getting his widge 
out, or anything quite that subtle." 
he giggles. "It means there's little 
things in there like birds which fly 
over the pitch which can get hit, you 
can knock out players, and silly 
things like that. We're not going 
overboard on this stuff, but it would 
be nice to make people smile every 
now and again. And we promise not 
to mention googlies even once. Welt, 
okay, maybe once." Q 
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Do you want to know what's cooking? 

Do you knead to make some dough? 

Then get a piece-of-the-action with Pizza Tycoon. 

A business simulation to get your teeth into. 

Order up Pizza Tycoon from us. 

Because at MicroProse, we deliver. 
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>. believe that a picture paints a thousand words. Well, big 
ones do anyway. Small ones paint far fewer and many only fill 
the space of say, 50 or so. The One aims to strike a balance 
between big pictures and small pictures to keep the words down 
to minimum. Which means it's less boring for you. Hurrah! 




SKIDMARKS 2 



EXTRACTORS CD32 



AKIRA CD32 



SUPER LEAGUE MAN. 



DAWN PATROL 



SOCCER SUPER STARS 



TFX 



ITS CRICKET 



AMBERMOON 



GUARDIAN A 1200 



DRAGONSTONE CD32 



SKELETON KRElAf CD32 



THEME PARK CD32 



BENEFACTOR CD32 



Acid 



Millennium 




Audiogenic Skidmarks J... no bum steer! 



Empire 



Flair 



Ocean 



Grands lam 



Thai ion 



Acid 




Extractors,., shafting for , 




Core Design 
Core DesijjL. 
Mindscape 
Psygnosis 



Dawn Patrol. ._ to be or not FE2b? 



TFX.., now boarding at gate fun! 



The Overall Scare is not an average mark. 
it's a representation of the reviewer's total 
experience playing the game. Man, 



Rubbish. Offensively low 
quality. Arse, even. 



by today's high standards. 



Above average. But still plen- 
ty of room for improvement. 



Fair to good. Lots of nice 
points, but in no way perfect. 



Pretty damn smart. Well 
above average. 



Extremely good but just short 
of excellent. Well done. 



Excellent! Magnificent in every 
way. Go and buy it. Now. 



I ANDY NUTTALL 

News! Andy has been 
kicked out of his flat 
at very short notice? 
■ Restores your faith in 
I human nature doesn't 
it? Then of course, 
there was Akira which Llaughing 
Boyo has had no end of fun review- 
ing. But is our Header downhearted? 
No. "I feel fresh as a daisy'' he 
remarked with the relentlessly chirpy 
air of a total arse. Any message for 
the readers Andrew? "Er.,,er..." 
Thanks mate. They'll love that. 

MATT BROUGHTON 

Matt has revealed 
that his sheer joy at 
palming-off Akira to 
the dim and unsus- 
pecting Andy, subse- 
quently became 
rather be- splattered by the spew of 
ITS Cricket. Serves him right eh, read- 
ers? Mull™ has also been to 
Sheffield this month, hob-nobbing 
with the fellas at Freestyle, creators 
of Super Street Fighter 2. A fact 
which he thought worth mentioning, 
but which, frankly, no sane person 
would rush across-the tarmac to kiss. 





HARRY ATTRILL 
Haz has been cele- 
brating his sideways 
elevation to Features 

4 m Editor by pointing at 

I people's faces and 
declaring: "It's no 
good, I'm afraid, that nose will just 
have to go," This deeply embarrass- 
ing behaviour may have had some- 
thing to do with the fact that he has 
wasted an improbable amount of 
time playing Dawn Patrol this 
month. Equally of course, it may also 
be because he's a bit of a prat who 
cracks rather feeble jokes. 

JO WIN SLOW 
Don't be shocked, 
but you're reading a 
bribe. Yesl Our Jo 
refused to draw a fab 
new 'rhubarb and 
custard' logo. "It's an 
arse idea," she insisted, insistently. 
Ah, but, when it came to the crum- 
ble though, rather than talk to you, 
the readers, Jo said she would cre- 
ate a rhubarb & custard motif, if I 
filled this special, caring, sharing 
space with some er... rhubarb 
You know what, I don't think 
she cares about you lot at all. 
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Call me a masochist if you will, 
but this month \ decided not 
to make Matt review all the 
cack games, and I elected myself to 
rate the abysmal Akha, and the 
si i g htly-less-off ens i ve-fout-sti ll-awf u I 
Soccer Supe.r* Stars. It's not that I'm 
feeling extra generous towards the 
bearded Narcissus, just that I don't 
want him moaning when I get to 
review the second racing game in 
two months. Last ish it was 
ATR, and now Skidmarks 
2 wings its way from 
sunny New Zealand, 
landing all dewy and 
fresh-like in The One's 
Easter basket, 

lt r s the sequel to Skid 
marks, rather embarrassing- 
ly copying the double-enter) 
dre filled name that blessed the 
origin a f r before tacking a bold '2' on 
the end. Various other monickers 
attached themselves along the way 

— Super Skidz, for example — but 
the low-pH-ed powers-that-be finally 
settled with the simple 'Skidmarks 2'. 

Let's pretend, then, that you never 
played the original game, Skidmarks 
was written early last year to show 
what Acid's new Blitz Bask program- 
ming language could do. It employed 
similar tactics to Sensible Soccer — 
tiny main characters, small pitch/track 

— to create a m u It i- player racing 
game which ignited the trousers of 
the press so much it received glowing 



Take cover! ATR's in 
pole position, but 
dose behind is the 
long-awaited 
antipodean racer 
bearing all the 
hallmarks of its 
rather regal 
ancestor. Who 
will win the 
race? Andy Nut- 
tall wields the ; 
chequered 

flag- 



Right; The high res mode, which actu- 
ally looks a lot sharper on screen than 
it does here, effectively quadruples 
the amount of track you can see at 
any one time. So not only is it easier 
to control, because you can set; 
what's going on, but also it buqqers 
up our grabbing system, which is only 
used to normal lo-res pics. 

awards throughout the magazines, 
and sold by the Smith's shelf-load. 
It was only a matter of time, 
notably about 18 months, then, 
before we were to be treated with 
a sequel — but Acid recog- 
nised that the sequel to 
such a stunningly 
playable game would 
have to be something 
pretty special. And so we arrive 
at Skidmarks 2, a game which throws 
eight simultaneous players into the 
melting pot, along with modem/seri- 
al link play, a large range of cars 
including rendered cows on wheels, 
and even cars towing caravans! 

But gimmicky new features are 
often used in sequels to mask the 
fact that the game underneath is 
essentially the same, and the later 
release is actually nothing more 
than a data disk. The question is: 
has Acid done enough with Skid 
marks 2 to warrant the new 
release? A 
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With names tike Mint Magic, Beetle Battle, formula Finale 
I and Muscle Mayhem, the different mode J in the Champi- 
onship pose some uery different ihallungus — based 
around time trials, arid improvmq your face limes, 
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lVi«W of Ditwn 
ittempti to recreate the acrobatic manoeuvres of 
a Sopwith Camel, or some such 'kite' ' 
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DO THE SPLITS 

In a two-player head-to- head, using the same Amiga, the screen 
splits into two to accommodate both players. A bit like this, if you 
will. Ah, but if you 'up r the ante to three players, surely the thing 
falls over, non? Er, non, actuellement, if... er P pleut. Or whatever the 
words are for 'splits into three'. Regarde au derriere.. . 



w 

The starting grid is 
1 sliahtlv less, than fair. 






slightly less than fair, or 

^Kf ■ at least it is when you're posi- 
tioned last, I suppose that it wouldn't be much of a chal- 
lenge if you started off in front, because it's overtaking 
that's the difficult bit — but when you're 
beginning eighth out of eight, it's a 
different story. 
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Circle; Because Slridmar*s J is supplied on siven 
disks, you tan assume that there'* lots of disk access- 
ing to be had- The data is pretty logically laid-Dut, 
though; the tracks take Up four disks, the cars another 
two, while the main program fits on just one. And it's 
hard-disk installable, so there should be no complaints 



SHORT CIRCUITS 

here are 24 circuits to choose from, on four disks. Ranging from 
the easy figure-of-eight-type, they move quite swiftly on to 
twisty, turny, bend-ridden mud-sucking tortuous tracks, com- 
plete with obstacles and everything. Fans of the original Skidmarks will 
note that the track still gets worn o> cars drive on it, but not to 

as great an extent as it did in th< 




Above; On machine* with 1Mb of 
Chip BAM, that's anything from an 
A6f>0 up, it's possible to hook on a 
caravan. The number of available rat- 
ers reduces by half, of course, but th« 
way the little beauty handles is just 
ike a caravan. If you were towing it 
at high speed over a bumpy dirt road 

Because the loading timet for 
each track can be a little.,, 
stiff, Acid even provides, 
entertainment while-you 
wait. This little Pong van 
ant is a two-player 
knock-the-Acid- iogo- 
about game- No point, r 
reason, but, h*y! a nice 
bit of fun. And, #r, here'i 
the ball And a bat. 
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I THE VER DICT 

It's simple to compare Skidmarks 2 



AS/600 



Pubiishpr: At id 

In- house 



£25.99 Out Now 



H.ird Disk Imi^Habln 



Joysticlt.'keybci.ircl.'JgypacI 



of Skidmarks 2 can be installed onto your hard disk immediately, if 
rant to. The cars will go on there, as will thf program; but in order tc 
installing software tor the tracks, you need to subscribe to Acid's 
¥ magazine. Quite what that is, I don't know — but we'll bring you 



a* it unfolds 
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with ATR, simply because they're 
both racing games, they've both 
appeared at roughly the same time, 
and they're both attempting to 
improve on earlier games. While ATR 
was light years ahead of the earlier 
Overdrive, Skidmarks 2, on the face 
of it, isn't that much different from 
Skidmarks, The graphics are similar, 
although it's much more 'more-er' 
■^ now: more cars, more tracks, 
and more players; and 
because the gam ep lay's 
remarkably the same — 
apart from some neat 
additions tacked on to 
the main game, this could 
actually be Skidmarks. 
Where it does score brown- 
ie points, though, is with the 
sheer madness of it all. Madness 
caused by wacky funster cars, cows 
and caravans; and by the excellent 
eight-player multi -Amiga link up. Like 
the original it's extremely playable, 
especially using art A1200, and the 
large number of tracks means longevi- 
ty-wise, it's good too. But, if you gave 
me the original game to review today, I 
wouldn't look on it as favourably as I did two years ago — 
and so I feel uncomfortable with Skidmarks 2. Because all 
the payability is geared towards multi -players, the single- 
player game gets a bit lost, I'm sick of trotting out this old 
cliche for every muJti-player game, but it works for Skid- 
marks 2: if you play it on your own, it will quickly get bor- 
ing. Like its predecessor Skids 2 relies heavily on the 
atmosphere generated by a crowd of players, rather than 
creating much itself. Also, It could perhaps have done with 
a few of the widdly-widdly guitar breaks and samples from 
Acid's own Roadkill, because to throw the same sound 
effects at Porsches, trucks and cows is just silly. A quick 
'Moo-ooo' wouldn't have gone amiss. The bottom line, 
though, is that Skidmarks 2 is a fantastically playable rac- 
ing game. Everybody with friends should own a copy. 



■i haw lots of memory available, you can switch on 'different cars' 
» which, essentially, allow* you to select individual cars to enter the 
ra«. with my 4Mb A1 200, I can set this many cars, a feat which I find 

w mpressJYe, 




REVIEW 




Matt Broughton has admitted to playing Diggers for about a week solid 
over the Christmas holidays, which not only earns him the title 'Sad do 
Supreme', but also instantly qualifies him to review Millennium's 
follow up. Hi ho. 




Whereas Diggers forced you to pick 

one race and play with them fpr yow 
entire game, Extractors allows you 
use any of the three races available; 
re-stocking and replacing dead men 
after each land. You don't have to fill 
all five pi aces, and in fact mjk'ji it 
worth your while not to use all five by 
exchanging spare spaces for cash as 

soon as you start the next level. To be 

honest, it's so difficult to care for a 
full team, you're much better off with 
two or three men anyway. 



The One was one of the few 
magazines that didn't give 
Diggers a really top mark 
when it emerged as the first ev-er 
CD32 product. David Upchurch, in his 
infinite wisdom, saw fit to award it 
something in the low 70s, and 
though I think it's fair to say a lot of 
our competitor magazines were prob- 
ably being a bit over- enthusiastic, I 
personally thought the game had a 
lot of charm. 

It's certainly not a game that's 
going to grab everybody, and though 
I enjoyed the opportunity to re- 
review the Al 200 version in 'Updates' 
some months later, it's true to say 
that, while I enjoyed myself, people 
passing by or stopping to watch 
weren't exactly enthralled. 

My girlfriend spent a lot of time 
over the Xmas hols watching me 
trundle through to completing some 
67 percent of the game (lucky little 
saucepan!) but to this day she mar- 
vels at my apparent patience with a 
game that seem to be doing so little. 
Ah, but that's the beauty of the 
game, I think. 

It's hard to explain why anyone 
would want to sit for hours On end 



watching tiny sprites digging their 
way through screen after screen of 
rock, but there is satisfaction to be 
found given time, and now that what 
is essentially Diggers 2, has arrived in 
the form of Extr actors, it's time once 
again to dust off ye aide spades and 
prepare to dig. But some things have 
changed... 

The story has moved Ort some 
years from Diggers, and the game 
now revolves around 25 floating land 
masses that have been rather selfish- 
ly risen by a race called the Flinar- 
jians. Now the only way to get to the 
Flinarjian city is via all of these lands. 



financing your journey 
as you go and 
destroying the gener- 
ators that power the 
city's shield, 

So, whereas Dig- 
gers relied on endless 
digging, Fx tractors is 
more about explo- 
ration. To move from one land to the 
next, three tasks must be completed: 
find and destroy the aforementioned 
generator, collect a set value in gems, 
and find enough fuel amongst the 
gems to power your ship to the next 
land. Hmm, more Deja vu vicar? Q 



Here are ail of the floating lands (plus 
some bonus love- lumps!) with the Fli- 
narjian city in the very centre just 
waiting to be attacked 1 . The various 
Linds have different conditions and 

a different bonus reward, ihown 

before the level starts (see circle) 
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ihpve; Save enough cash and you can 
have access to the latest in seismic 
"formation, via this rather handy 
map. This is an invalu- 
able tool, simply 
Because it's easy to dig 
i round the landscape 
to the point where 
access to certain areas 
becomes the best part 
of impossible. Qf 
course, this is all part 
art the learning curve, 
= nd it's therefore a 
— Jit to save your posi- 
tion: quite often having 
to quit and start again, 
trying to avoid making 
the same mistake 
iMfca 



Above: You would have dreamed 
about a Screen like this in Diggmrs, 
with gems as far as the eye can see 
Unfortunately, this is a common 
occurrence in E*tractOM. which can 
often turn the game into more of a 
'collect the gems, bank the gems, col- 
lect the gems, bank the gems' affair. 
On this particular level this is only 
possible with the use of the handy 
vertical tunneller, Set this little baby 
on automatic, and stand beneath 
With your hands open. Brilliant! 





Above: Extractors is kinder than Oig- 
<juri was when it comes to cashing in 
your gems, with automatic trading 
whenever you enter your ship. Yau 
can also 'open' the shop and 
browse through the many toys 
on offer. The guided missile is 
excellent for bunging in the 
middle of enemy territory, 
while other splendid 
inventions include electric 
blockades, floating platforms 
and vertical tunnelling 
machines, of course, you need 
dosh to back up purchases, not 
to mention a strong back, 




Owrte early on (even here on the second level) Extractor get* its teasing hat 

v showing you the shield generator as if it's really close, when in fact its 
Maamin' miles away. Only by digging all aver the place (or saving up for a 
i ** mic map) can you find the true route to the aforementioned target, and 
then trundle off Armed with explosives. And sod me if that isn't a 
corridor full to brimming with loverly little 
- _ gems. Come on lads, get moving! 
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Rather sadly. Extractors doesn't 
quite achieve what it sets out to do. 
Being a fan cf Diggers, it's easy to 

see how Millennium has approached *ww«her: Millennium 

this product (i.e. trying to counter the KhSS 

complaints made against Diggers) but ' '■ ' 

if anything, they've gone too far in £TBA 0vi Now 

the other direction. Diggers present- Mot H * rd °** (™t«iintii« 

ed you with vast tracts of earth to be _ iVypad 

mined which featured the odd gem, ■"*-■ i^— 

** Memory 

while Extractors has small areas to 1Mb 

mine, absolutely packed with gems 

and fuel. Somehow this isn't as 

rewarding, 'cos you end up with 

screens full of gems, and a gang of 

happy workers teleporting back and 

forth cashing in. The control method 

can be a bit clumsy, and it's very easy 

to lose your patience with some of ' — 

the characters who will insist on wan- I H /ft 

dering into huge pools of lava and 1 

dying. Though the status bar shows 
you when folks are twiddling their 719 

fingers, if you're in the middle of J ™" ' ' ' "* 
some complicated manoeuvre with M — I ^- 

characters on flying platforms etc. f , 
you really don't have time to cycle 
through your blokes and tell them to 
wait (which should be the default as far 
as I'm concerned anyway). While On this 
subject, I realise that the author has tried to inject some 
personality into the characters, but why couldn't he have 
just made them sit quietly and wait? It would have scored 
so much less on my 'annoy-O-meter'. The presentation is 
okay, although it would have been nice to have had a few 
more new graphics rather than so many Diggers relics, and 
the overall "feel' of the game is pleasing enough. The inclu- 
sion of new toys helps to keep the boredom at bay, but 
after a few experiments, you rarely come back to them. So, 
overall, Extractors is a disappointment for me. There are 
not enough new ideas, or enough challenges. The only thing 
that stops you from finishing with each (and -mass without 
any problems at all is the stupidity of your men, and after 
a while, you won't bother with more than two characters 
because it's such a pain looking after the prats f 
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iEfta mi Extractors A5Q0 y A600 y A 1200 ; , 

'afraidemond tu es have to look elsewhere 
spade- ish fun, pero to be honest imente. I' 
mend Diggers to you presta EVfracconr. 
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'Hurrah!' cried Andy Nuttall, 'It's Akira 
at last! After a full two years in the 
making, it's got to be good, right? 
Right?' But all around, the children 
were silent. 'Kanedaaaa-aaaagh!' 



i 



CE probably thinks that I've got a 
'thing' against it because it's only 
released one game which I think 
is any good — Mean Arenas. But, 
believe it or not I was willing Akira to 
be good — I really was — and it's as 
much of a disappointment to me that 
Akira 's a big pile of doggy plops, as 
I'm sure it will be to ICE. 

Mean Arenas proves that a game 
can succeed despite having poor 
graphics. Where Akira falls down, 
though, is that despite appearing on 
the CD32, there are not only no 
graphics worth writing to you about, 
the sound is awfui and the game play 
worse than anything I've played. 

The music is okay in its own 
way, but it's completely 
arse when applied to the ' 
harsh, futuristic storyline, 
of Akira — consisting 
mainly of soft, lulling 
guitar twangs, whereas 
what we want are' 
thumping, thundering 
power chords. Well, you know- 
And I'm sure that a few samples 




ble', 'gaurds', 'recieve'), 
not to mention the 
constant misspelling 
of a major character. Is it Kane 
da, Keneda or Kenada? (CE 
tried all three, presum- 
ably in the hope that 4 
one was correct. 

And, most bot- 
tomingly of all, this 
bodged presentation 
also applies to the 
game. The usual prac- ' 
tice of converting great 
feature films into boring, 
tedious platformers has reared its 
farty head once again — and this 
time it's fouler than ever. Don't get 
me wrong: I like a good plat- 
former as much as the next bloke, 
but were talking pre-Hariequin 
stuff here. In fact, you'd be for- 
given for thinking it was pre- 
Martic Miner — no exaggeration. 
I'm going stop this introduc- 
tion now because I'm killing Akira 
before you've had chance to look at 
it properly; however, if you want to 



Here we can see one- of the better-observed graphics in the game, 
The little car actually looks quite faithful to the original; as, to 
some extent, da the teddy bear*. However, when you see them 
moving, it's an entirely different story, 'Sadly, 




from the film ('Kanedaaaaaa!' springs groove on down to a right royal sla 



to mind), would have not only been 
easy to implement, but very effective 
alongside the few bits of (admitted- 
ly, rather arse) digitised footage. Con- 
sidering what's possible, stor- 
' age-wise, on a CD, it's 
incredible that the 
a intro anim only 
lasts for a measly 
eight seconds I 
The well-pro- 
portioned manual 
contains 
spelling errors 
even the most 
basic of spellchecking 
programs would 
I pick up Cinvinsi- 



offer you.. The verdict! 



t 



fhe designers of Akira obviously know a tremendous amount about perspec- 
tive. Or rather, not. Despite this level resembling a multi-level parallax scroll, 
a la Flink or Liortfteart, it, er, isn't like that at all. It's just flat. And because it's 
just flat, the fact that you can't walk around obstacles like this cardboard cut- 
out gift make* the game all the more surreal. For all the wrong reasons. 




The first level. Street Racing, was obviously the first 
one we saw, and quickly became the laughing stock of 
the office. Steer Kaneda, on the bike, to collect cones 
and handy fuel cans, and avoid obstacle*. Also auaid 
this odd-looking man who, despite looking rather frail 
and hostage-like, spontaneously combusts ^n contact. 



It's also advisable to keep an eye out for patches of 'dev- 
astated road', which is apparently a technical term for a 
bloody great big hole in the ground- Miss the ramp, or 
fail to get up to speed, and you don't so much fall down 
the hole as crash into it, The collision detection isn't whit 

it could be, poor love. 
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: game entrance in the Military Hospital, an interesting paro 
:ne slightly darker, certainly doomier Hospjtai from the film. At least 
meant to be a parody. The 'interestinajHb because the enemy sot- 
ft seem to have any moveable joints - Key can only fire horizontal. 

•ou Crouch, you're completely safe. Arse 
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Left; Ah, and here are more of those cunning 
faxes, the energy soldiers. The Sewer* On 
Foot level has a rather interesting password, 
which I thought you might like to share. It's 
'IT STINKS', and to be honest. I couldn't think 
of a more fitting description, 




*>* couple of levels involving a vehicle, loosely-termed a 
■%ino bike' (although it looks more like a bodged up 
Mdfes' sledj, are just like the ancient arcade game 
Scramble. Except that was fun, for a while No, 

** laser-firing and bomb -drop ping 'action' is 

jeat dull, dull, dull. And then you die. 



Tli* Afcrra film is stunning, Whether you actu- 
ary enjoy the story or not, the atmosphere, 
— c incredible artwork and the great sound- 
track [not to mention the constant scream 
>-S of Kanedaaaaaa!') are pretty compelling. 
However, rf you've seen it, you'll recognise 
that compared to the powerful scenes in 
which TetSUO morphs into a whopping earth- 
■wl hall of muscle and flesh, this messy turd- 
oofcing thing lobbing eyeballs is something of a 
tragedy, How embarrassing, for ail concerned 







realty don't know what to say. After 
..ist month's News stunt, in which we 
revealed ICE's fax asking us not to 
print a review of Aktra unless we 
gave it over 80 percent, I'm sure that 
we haven't exactly made any new 
friends in its Stroud HQ. However, 
amount of written diarrhoe 
totally convinced of its r*' 
ic style and game play' 
bly have prepared 
unprecedented, ri 
stain from Satan's o 
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art Action Hero, 
was Prey: An J 
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i here we bring together the devastation with a motorcyclist throwing 
•ynamjt*, and a capper whose attention to duty is so great he even 
""""♦' *" attacking position after he's been run over. W* revelled Duer 
!■*» the first time we played it, 'Cack/ we thought; This sort of thing went 
*#t with the Spectrum,' However, once we moved on to the other levels, 
•a* Street suddenly seemed the best thing ever. But, of course, it wasn't. 



chat it Is unbelievably shoddy too: surely anybody 
ith a copy of AMOS and half an eye for gameplay 
could come up with something better than this. Aktra is a 
perfect example of the type of 'game r which I thought had 
become extinct on the Amiga: the cash-in- All I can do is to 
try and prevent you from buying it. So, despite the fact that 
it has already been released, here's my contribution to what 
should rightly become an effective hate campaign in all the 
Amiga press. Uncle Andy says: 'Please don't buy Akira'. 



£24,99 is the price you'd pay for a floppy 
A5/600 version, if you wanted one. But you probably 
-j , won't, unless it's distinctly different from the 

A 1 200 CD32 on *' Which '* probably isn't, Doh! 
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vo the Amatine Memor 
i spar 

I do believe Audiogenic is trying" to sell him the same game twice. Rugby? Football? It 

doesn't seem to make any diffference^H mm. - - 
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things to say about football man- 
agement games. The most enthusias- 
tic I've ever been about Such a game 
was when On The Bait arrived from 
Daze, simply because there mas actu- 
ally quite a lot to tell that hadn't 
been seen before. 

Super league Manager is, howev- 
er, much the same as the average 
footy management ssm, with four fic- 
tional leagues to compete in (with 
you, obviously. Starting at the 
bottom of the bottom). 



Taking up the presti- 
gious position as manag- 
er of Folkford, your 
duties include watching 
over your team's training 
schedules (on both a team 
and individual scale), and 
keeping an eye on the transfer 
market- You must also scan the local 
newspapers to keep abreast of the 
latest gossip, and (this is the higgy) 
water your office plants (well, if you 
can't keep an azalea, what chance 
does your team stand!) 



flight: This 
the office 

iar to anyone who's played Rugby 
League Coach, this allows you access 
(via an enormous, nay Monty Python- 
esque arm) to everything you could 
possibly need, including your phone, 
training schedules, fixtures, the news- 
papers, the transfer market, and a 
nice hot cup of coffee. There's even a 
pot plant to be watered (or riot, if you 
prefer a pile of dust on your desk). 

how good you are as a manager, 
you're ultimately relying upon your 
teams' skilis and player personalities. 
All you can do is get together a 
good squad, train them effi- 
cient^, pick the best side 
on the day. and persuade 
them to give their all, 

As the days roll by, 
your main contact with 
the outside world comes 
via the office phone, so don't 
be surprised if the chairman calls 
to moan about poor performances, 
the trainer wants to organise sched- 
ules, and even individual players has- 
sle to be put in the side or push for 
more money. Also, each day your sec- 
retary will pass a certain amount of 
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d build up your reputation as 
a manager, not to mention improving general morale, is to t 
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that Super league Manager is "the 
first role-playing soccer management 
game,'' and rather than playing 
against the computer, you're actual- 
ly competing against 31 other man- 
agers, some good, 
some bad. Unfortu- 
nately, no matter 




your in-tray, you can choose tp deal 
with fans' requests for thinpRuch as 
signed photos^ead fans' 
fro'ns for your 
(a nice little hint 
.ystem for beginners) 
and even deal with 
hate mail! '..* 



the time to deal with fans' letter* on a personal basis. More often than t._ 
they're simple requests for signed photographs or personal meetings with 



usually excellent secretary- Fortunately, h_. 

years, I'm used to hate mail! 
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One of the perhaps more tedious duties of a manager is sorting out the train- 
ing schedule. Though there is always a default diary set up for you by your 
trainer, if you want the best results you will have to be more specific There 
-oint having a wicked goal scorer up front if none of yw midfielders 
I the bail control and crossing ability to teed them. Unfortunately, I'm 
d there's no substitute for a well-organised training plan. (Groan!) 
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ut of the many Saturday matches, the computer selects One as 
the Match of the Qay offering you the option to watch the 
game in fufl or, if it's your game, actually take control of your 
«n. This is a basic arcade game based upon Audiogenics Wembtey 
national Soccer, and though watching it is actually quite a nice diver- 
won <rf you don't mind doing nothing for five minutes) pfaying it only 
H»iU things. There's also a slight bug here, because if you control your 
team and, like myself, are losing four goals to nil after three minutes, by 
raping, the game starts over, with the computer making the usual 
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the same way that you can approach rival team? and make offers fur their 

•ftpvr*, any of the 31 computer managers can contact you and put forward 

k for your players Though this isn't exactly the best way to build up a 

d team, it is the only other way to make money within the game (apart 

*i gate receipts). You can refuse and hope for a better offer, but onjy if 

* can survive the possibility that they may just lose interest altogether 
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i^jrfnday your trainer will replace the usual team ledger with a folder cori- 
ng details on ail the possible team members forth* Saturday match Its 
T m t ° yow to fl ' ck throuah «i*ir reports and place them as best you can 
*ig into account their previous performances as well as the trainer s com- 
Fite in the bottom left- Vou have to vary your selection from match to 
h unless you want frustrated players demanding more attention. 
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_ay, after the weekend matches, the 
Sport' comes out, complete with 
league tables, and even specific match 
These are easily one of the most 
trve parts of the game, with very indi vidua!, yet believable coverage of 
^matches The paper can atso be used to look out for new jobs white 
•e-Wyi* Hughes column' gives hints and gossip as to who is likely to be 
earing on the transfer market. 



Hmm... Well I'm sorry, but Super 

League Manager is in for a fair slap 

simply because*, as far as I'm con- 
cerned, I reviewed this bit of software 

back in November when Audiogenic 

sent in Rugby League Coach. Apart 

from having a slight change in angle, 

the 'desk scene' is almost identical. 

There's the same slurp when you 

drink your tea, and the same weird 

voice on the phone. When dealing 

with fans' requests, we're talking 

about one hundred percent duplica- 
tion from RLC, and apart from the 

interesting option to watch and some- 
times play the '/Watch of the Day', the 

game really offers nothing new other 

than the fact it's football and not 

rugby. As I always like to point out 

with any sports management game, 
the more you put into it, the more 
you'll get out of it. And though my 
enthusiasm started to weaken after 
about three hours, if you can be both- 
ered to get to know the individual 
players and their various quirks inti- 
mately, you'll stand a much better 
chance of getting their training pro- 
grammes spot on, and therefore more 
out of their play. Apart from the lack of pro- 
gression from the previous product (which, I admit, proba- 
bly wo n't be too important to you if you haven't seen RLC) 
Super League Manager also suffers from a lack of involve- 
ment when it comes to the matches themselves. Whereas 
most modern management games have found ways to make 
these interesting (e.g. Premier Manager 2 St 1, and On The 
Ball) SLM just plods along, offering you the odd static 
screen. A couple of years ago, this would have passed as an 
good management simulation, but following such arts as the 
aforementioned PM and OTB, t think you need a little more 
than this to make an impression these days. SLM is kind of 
quirky, and often interesting, but doesn't really offer enough 

to warrant a recommendation, especially as there are so 

many other excellent footy management games around. 

As I've already said about eight times. 



The CD32 version will be released at around the 
A5/6O0 * am ? tin,e 3S the * 1 zo ° "ersion. The AiOO.GOO 

Version ha* hdbn rlcicinnA*! ■*-,m ISnlr .,« -- r ~ » m. II- 




versian has been designed to link up with Audio- 
genic's fmfyn Hughes SnteroafronaJi Soccer which 
is available free with a registration card from the 
packaging. A nice gesture, Mr Audiogenic! 
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I'll not deny that for 

me. the chief joy of 

Dawn Patrol was the 

chance to J fly' stuff 

like this it rummy 

DH2 (right! or 

(above) the gorgeous 

Sop with Triplane (sigh). 





Harry Attrill was aching for this game. Mind you, at first he hated it. 
Then he merely despised it, but now to our complete indifference he? 
rather loves it in an old and leathery helmeted kind of way. 




it her, toy, fiddle and faff, 
That's what I've done with 
this review. And when I'd 
■finished not making up my mind 
about things, I poked it about a bit 
with an alder twig to see if it would 
try and sting me, or just sort of 
scoot-off with 3 comic buzz 
of alarm, 

The bugger 
of it is, rather 
unpindownably, 
that Dawn Patrol 
is more of the same, 
oniy it's 'more differ- 
enterer' this time. 

Dawn Patrol uses the same game 
engine as Overlord and Reach /or the 
Skies, so playing it is not exactly an 
all-expenses- paid trip to Novelty 




Island. The point over which I have 
been experiencing a damn sight 
more than my usual fair share of 
'moot' is — does Dawn Patrol's 
familiarity breed contempt or con- 
tent? And you can call 
me Darren, but I'm 
buffed if I know 
which it is, So, 
dear reader, you may 
pluck the golden apple of rea- 
son from either of these two sun- 
dappled boughs. 1), This is Rowan's 
best ever flight sim. It's got more 
missions, more, planes and is more 
accessible than Noddy's own dear, 
little red hat. Or, 2). That makes throe 
times Rowan has released the same 
game. The interactive book is new 
idea, but the rest of it isn't. Q 
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The missions are like little games of destiny which you can alter or fulfil. You 
can also write your own by enacting a fictional career and pasting extracts 
into the back of the 'book'. The book has over 150 pages with a summary, 
p«riod photos, potted biographies of the aces and aircraft specifications. The 
combat reports are a bit terse- and quickly become repetitious. Sham«. 
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PIXEL & DIXEL 

| he business of air combat in Dawn Patrol is almost indistinguish- 
able from RFTS and Overlord, but you can stuff me in a Sidcot suit 
and call me 'bunny' if our chums from the Mountain Ash haven't 
made finding the enemy a bit easier. The business of landing and taking 
off has gone for no good reason, unless it's cos landing and taking off 
killed lots of pilots, because these 'crazy kites' needed careful handling and 
the training was, well, crap. Be that as it may, pixel chasing is as much fun 
as it's ever been, as you will notice from the exciting sequence {right) in 
.which I am wiping my powerfully teutonic bottom on some Quirks 
\ because they are such lovely soft targets. 
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REVIEW 



t'm afraid I noticed rather 
lot of errors in D«vn Patrol. 
For example, the bloke in 
llw red tri plane is supposed 
tp be Werner Vqss . Ah, btrt 
Voss didn't fly a red tripe, 
but a rather famous silver- 
blue one. Mind you at! the 
Fokker tri plane* in DP are 
red. Why please? 
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I enjoyed shooting dawn 
that 5E5 down in flames ftir- 
de}. But then ait combat 
ends in flames, in fact, acci- 
dents due to Inherent weak- 
ness' (as with this Nieuport) 
alio feature you plummet- 
ing earthwards in flames! 

n iilUMW H *M iPlll*Mit w«rfrtH 64 his »*»>ftt wi*| 





t. 



POO WAX 









y 



Y 



iBJ ally — «P^* S «" ^^ *"™2J Z U— *■ but bU " er a " 

Es=H5s=s=ES5==r 

Lttd *-th piano-^-rel The e*p lgrtori „« penod music n« 

CT tune, though why ---7*:;; ¥ S b8 yond me. «-£V; ^ ^ 

I «ve to «y «w» ' e " iCy „ robably „ot to be trusted. 

I ^ with me and so ^probably « ^^^ ^ m vrtU «rT 

W ,. H W n tfcem the i"*Bi« e *«*"" * 




£34,99 Out Now 



Hard Dr»lc Installable 



mystic MLvyboariV moose 






/I 75% 




S 1 11 Jl D 


riiti 


| ILRYJiniTJ 




I THE VERDICT 



Those of you who enjoyed wrap 

your furry gauntlets around the s 

tive spade-grips of previous Rowan 

flight sims will probably take to rubier Empire 

Dawn Patrol like blackbirds to a pie. «^'-p*- 

r Rowan 

Flightless birds will doubtless I 

\ the opinion that here is ano 

\keffing hunt-the-pixel affai 

1 the tradition of Reach for _ 

| Blinds and Over bored. Dawn 

Patrol? Yawn Patrol more like! 

Well my fellow fireside phalaropes, 

which side of the argument do I 

plump meself down, er. M on. I 

attempt to hold two contrary opinions 

at the same time, like a singularly soft 

and helpful bag. But, 'Balls!' you 

- _ would have said, 'come on, 

Hazza. tell us what you really 

think!' OK then I will. We" ' 

like the fact that there 

13 different aeroplanes to fly and well 

over 100 missions. The game is c 

to handle and the control system 

doddle to get round your noddle, 

gh proficiency, of course, o 

es with practice. The clever a_, 

really new thing about DP is 

squashable screen which sort of ! 

itself in and out, so that the game .. 

slows down, even when the scrapping g( 

nice idea and one which you quickly get used to. An attempt 

has been made to distract you from the fact that Dawn 

I Patrol is a very, very derivative game by inserting 'pages' 

1 of information between the action, the so called 'interac- 

| five book'. Interesting though this history lesson may be, 

I Dawn Patrol flies or faHs by Its play ability, and the book, 

' iugb certainly a different way of fumbling your 

und a game, is, essentially, a disposable piece o1 

tional frippery and it must be owned, a repetitive 

tonally inaccurate one as well. Still, the fact is 

m s engine rs a good one, and on balance, and after 

uch split-araeing about with my conscience, I reckon D< 

il Is Rowan's best yet, especially if you don't own ei 

■ games. Or if you like flight sims. Like I do. 
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As you would expect Dawn Patrol is slightly 
chewier and flollopy on the A.S0D but not by 
much. I haven't mentioned the sumptuously 
detailed manual and free book on the Red 
Baron yet have it Hal Nicest package ever? 
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REVIEW 




The goalkeepers are automat- 
ic except in penalty 
situations, but they're severe- 
ly limited in their movement, 

Apart from automatically 

kicking the ball gut far a goal- 
kick, the onty other move in 
the very un-extensive reper- 
toire is to dive out and parry 
the ball away. The graphic 
representing this is not only 
unrealistic, but alio looks 
rather uncomfortable in a 
corttortive way, Awful. 





HE VERDIC1 



Recently Flair leaped back into the Amiga 
industry with a bang and a Whizz; but any- 
body hoping that the positive trend would 
continue will be disappointed, as Andy 
Nuttall discovers. 



There's nothing more dis- 
appointing in the games | 
industry than a publish 
er which begins a run of good | 
games, only to release a stinker 
to stem its budding reputation 
in, er, early bloom, (Nicely 
mixed metaphor mate, but not 
as good as Mart's absolute brahama 
in PD Zone' — Mm.) Flairs latest 
games include TS6S. Whale's Voyage. 
and the recent Whizz, and after many 
early efforts which received unani- 
mous panning by the magazine 
reviewers it seemed to be moving 
onwards and upwards towards great 
game-dom. 

However, the sad fact is that its 




Penalty taking is by far the most 
enjoy jb If aspect of playing S54, it 
only because you have reasonable 
control over both the kicker and the 
goalkeeper. It's a guessing game, nat- 
urally, but the eight-or-io possible 
kicks and saves make for quite an 
exciting time. Compared to the rest 
of the game, of course. 

it's damned frustrating. Even some- 
thing as simple as colour-coded play- 
ers, which would show what position 



latest release. Soccer Super Stars, is they play, isn't there in the Amiga 

the worst football game I've ever game Each player's name is written 

played Sad, hunched players slouch in gold, so there's no immediate way 
around the pitch, totally apathetic to 



your joystick wrenching; uninterest- 
ed supporters gently crackle in the 
background,,. I just cant tell you 
how poor this is. The PC/Amiga man- 
ual makes incorrect references to the 
Amiga game, so when you try to 
apply some of the team-creating tac- 
tics only to discover they're PC -only 
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Sorry to keep harping on about the 
hunchbacked players, but they hon- 
estly had me rubbing my eyes in dis- 
belief. To be fair, they look less, like 
the Notre Dame deviant, and more 
like advocates of the hunched 
stance* made trendy by ageing 
pop combo Shakin' Stevens. 
Ill Don't know why, 



of telling which player is the goalie, 
which is the defender etc 

If we were to really dredge the 
bottom of SSS's revolting canal, 
though, we would come up with at 
least something positive in the scoop- 
thingy. It has a-system of bars which 
display the stamina, speed, shooting 
and tackling ability of the selected 
player, So the way, say, to check if a 
player's a goalie is to look which one 
has no tackling or shooting capabili- 
ty. Immediate? No, but it is a facility 
which 5W0S. for instance, is fair cry- 
ing out for. 

Sadly, in every other way, SSS is 
one pie short of a pie. The lack of 
options, and the entirely unsuitable 
title music — seemingly borrowed 
from early Martin 'Comic Bakery' Gal- 
way soundtracks — compound the 
misery I feel hawing reviewed it, and 
the utter shame and despondency 
which will be yours if you actually 
part with hard-earned cash for this 
piece of rotting orange-peel. And 
now, the Verdict- Erm... Q 




The last thing I want to do is to give 
the Flair people a kick in the teeth 
just as they looked to be extending 
their run of good form, but Soccer 
Super Stars does absolutely nothing 
for either the Amiga or the punters 
who buy it. The talent, nay, flair 
which Flair apparently holds at its dis- 
posal must have been off sick when 
this crap was made, because every- 
thing about it is not so much sub- 
standard as downright offensive. The 
players look even more slovenly and 
unathletlc than Chris Waddle; the 
effects do sound like a crowd, but a 
crowd of mutes shaking large tins of 
dried peas while simultaneously 
hawking onto the terraces; and the 
game, well, to compare it to Sunday- 
league football would be an insult to 
Sunday leaguers. Spare players, hang- 
ing around the 90 percent of the 
pitch which doesn't contain the ball, 
don't move; applying the rule of stay- 
ing in position a little too literally by 
appearing rooted to the spot until the 
ball approaches. To recap, then, Soc- 
cer Super Start is a game which has 
poor graphics, poor sound, and poor 
gameplay. It does, however, have rather 
nice box artwork, sporting a number of excellent players 
(Jurgen Klirtsmann, Carlos Valderrama, Dennis Bergkamp 
and Roberto Baggfo, amongst others) surrounding a Mitre 
football- This implies a game so excellent the sponsors are 
queueing to throw money at Flair — until, however, you 
read the small print which says 'The game is not endorsed 
by any individual or entity,..'. It seems the big boys are 
keeping well clear. I suggest you do likewise. 




_ 



$ocnr Super Stars will also be available in 
A1200 and CD32-specific versions, also priced 
at £29.99. 1 just hope to god they're better 
than this- 



nat- 

rere- 
ent, 

joal- 

in 

er- 

irry 
ily 




MG's PD 



i ..mi--. 

Think*--. kcifiu 
E-Twe El 
FiHMnir 

.M... -.1 

{Juif Mule 
Obemi-i k i 

Kl.it k l.kiun 

(Kk -\lluck 
■'.(■! 11 jr^ I J) 
Aulcinu^ii Id-. 
Daih£urTTi(ii.i^(.- 



W4tl HCfl 1 D ^U tuy. J 



Hon* nua itluM 
Bui Ii*!' 

Pllh I .., 

IMh link- (kill IJI 
.Space Inv.isinr II 
Galasy hl.i\i 
Tht FvrmmJ tia.ii*.' 
Supd' Ohdilerutiur. 
Hie ScHfcrv |[>1 
Frail i'l." 
Hijh Ociue 
lk.-r.i|li<'hagc: 
Kiiij,'ikira Ai Wjr 
Mi rrw 
PWr. iniin IV Lu^t 



Fast, Friendly, Efficieni Service. Orders returned same day 1st class 



(The One) The Old Farmhouse, 

Rmefield, Bdheggic, Perth, PH2 6AT 

Tel: 0821 650488 



Cnxj- Lac 2 tPkir.fi-.rnwfl 
II. -II An ■-.- iSiii-'l cm u|>I- 

l-i O.-llKItil 
Bank C**i.i|i .It.-, mi- . 

Rnld«> flrtkt: l.flrilltsnli 

HivlI in Hi.ii [nctaf] 

<H|.|<1 I im -JlllillKlJl 

Dunjrenn cm NgdmJ 
li.irhiM. liiKKiiCdi^i 
Mi ...kill 

ScrafcWc (PD van , 

laarieg 
K i: lu Churl in-. 



Ki < tpm em-mp) |2(fhI Only 

DrAgon Tik-. . |iu//k n^.j Hoi'l AIJA Hernis HCiimfr 
tt-uini.ii: il'U Muk-j t- n up) Ihi- | Ottffe 



Tfln* I'tm 
Grratl 3 iBnlliunl. 
dotal Mk-i ii.. W ir 
Scnft'hctl Link*. I-.-\l-iILiiIi 

Hullrvn i^ni (.JuiiK. 
Kepkrd i Populuu * ivps) 

1 i .-.hiHU-Llii-upj 

MoDK Hi '..- 
Simla & Burxilph 
kcH-nc 1 . Ijiiii 
Evlb Dihiit 
Hi-.- JilllnJI 



I :n. ii u>a Muk-i 
Andy's MBS Utilities 
00 W Bract 1 1... ■- 

lUiiir.i I Over IH\ W Bera.-ti.YlJ llociprMrtk 

■'inly.ll 1 ilnlt*> H.I../JI £ Runl ( T t afUltf ) 

Saupcr Kitfc -nKkfc-in l .'i ZomHc ApoaiypK I 

FVIepMAGAlQlralCMil:) atlatoUip. .-Vi'i A . ."■ , ti, . 

\ mii. i 2Jj< AGA pi: vtwrj- 

ITiiU ( iniive (Cfcs*- Dotuj 

MhittIj In-, jiL-n CmgBtij 

ihutl-IHKl-ji.u --.ili..-. 

Winrtiu- Bt.Tiii.T fttufci±*j 

Mil n*htrtv lACrtfuturiuf ii 

■*■ k. l-..ir. ' .!•■.... .ir........ 



Lu3 lnvx.1% | SJusi-il-cm-iini 

Riitkuu At IA (Gran pmct 
'IV...I P I u vet Game* AGA 

I M 0*1 «W*I 1 

1 Ittttw* cri Spwxy flam*!. Fiil J 
\ *MJng ::«>:i !•*>£>■ *** / 



Mtd trJJ 

\in...\ I'm jiuirqilci 
Jil P<lWtlpA£fc&d Mixls 

i - MhiIMd4i 

I '.--Jtni ■ Mj-n.. 
Miuri-- lV l J ipus Mu-.iL 

ilu^iL Mfidncu 
(. luh Mis J 

Kiil- M-.-ul 
No Brum P^i I a »in 
L-ikr I it-uili 
Oral Knl Kill I 



UfiIujn 

Miivdut I'lLLhiKi i 
H|\n.Lxf(kil2 
kfiirul'lumirju'eh 
Mcik.iI ll.ni ) ;ii.. l -r 
Sinr Jrt k Rin; IX-mm 
Drenm Tripfnd 
i- -in n 
k-.ui i-.ii : 

i) hnsurs i Dam-f Uvlliti i 
VV. : 1 1 ■ I ii up. 

Sequeaui (nit*GFXt 
I'N.i <J nut*) 
Ikv.r.lKi-ln' AUA 
SSI K ii.il Xli' -.i \ 
Hit-Jlh Tuiur (5) 
5 ■ i. - i- . "I 



Send 3x1 st class stamps for catal&gje disk listing over 6000 titles with FREE D-Copy, FREE Game and FREE Up- Date 



Fish Disks 
1 TO 1000 



Assassins 
1 TO 220 



17 Bit Disks 
1 TO 335+ 



All disks 90p P&P 70p per order 



Pease matte cheques/PO's 
payable ID M. Grieve 



i 



NJHPD 

i^pt AO, 13 Vt««l>AluiHl 

K.H.Iir.ird, Bwa 384 IKK 

Trf.'l'ai iflni Mft7» 

flsw .mow. 



MuY norc ill>kv in hIihi il ;i mi , ,ir I ml\! "■ *'jl -!'ii 

kf |]kj>t plinii. . i. || 

"ii M-.L-. Hrfl ■thIh ui'ih AmtfJl -aii-i';. M 
>lulnl l''j^-.:rjli^n; iviihnE MirtllV T-V' 1 ' 1 |l ' 1 

Clui ijniji-. t i '■'ii-i -■- diifci 

FREEmSKS 

Far ng HI 4i»lt unkind chnuu- I Kit 



From niiU 

60p 

AWSR 



MHIfkil Fcihln- 

,'JIII-t' l.i'l 
lr*.'mjlf'MI|Tiir.|Mir 

Tuf>lLiiV,ilhi:i 

CtMTIOf ttK ElllfTIT^ 

Dtiumr V, jsniif-. 

■ 

Siir*f*twi Fiuiu 
Hmttih 

I, M<l 

A Dw, AI 1^ KKfS. 
■ i-fJin 

Ml '-.II..'; 

BblDlni I 

Htpiitw rro*H3l 

■ 

Vmlh Winlil ? 

*ni Wjis n} 

txr-. J.Vini-. It^pmn 



TfiikLhrl. 

WliiS 

ii. i i ii.it 1,1m 

II 4 h <\uk- 

}•:•. j* < li jiii-_* 

rilTMM 'iVfcai ii 

■u I... 

K.L.! I,. It'll 
I . 1 1. . 

Mt Msn r..'l> iicik^ i J; 

B^«4 0tfTKk 
il.-iih-lo. Teiir. 
tlmik. 

hrhn mn 
ni.niii, „,...,-, 

C MilhJ 1*1, :t MllUpa 1H 

IKIl-4'li„ll. ' 

SkiAiwrbi 

PoaHN 

!w^;hbi»ii ■ ■ ' . 
ISrmnj M«I1L> 
SOHH [JJlHUSA 
Ciiiwi IJclut. 



in 

I ..I. ji. . 
IruiK- IVn. 

■1 ..I II I |- 

SMliriilrdn OjujeIcv-iJ 
I Is n ( .... 

■ 

r-Jiiiiiih JJ: 

i : i ■ 

\Ul I.- ■ 

IV^n l^-. I- 

I llJiU!" 
Sn.-i. \fj- I 
l-4l[|. FinJiLlm 

- ■■ I--T 
I in li.i sucLa 
■-■ .■-,, .- :.i" i ,!.. , ; 

PiuJh 1'inli, i.r 

end mi i his 

Sr>vnm j] 
ll¥l*'in..,ii ,i. ■ 
LlI H.k | 
□ fl^l 1 I 



U'N. »- IU..S 

TmIiwii 

Jill I J 

AdH kLicN-, It:. 4 

-VHkCHTtJ. LCi MIA 

« . Ullk 
»B i B«ilJr.)(>. 

i '.In«> 

i 

'■* i(K Jtadise 

rwA i2i 

^hj«(i(L- ELf3III.T ! l 

KtH 

t-i iIji. I'll K 
F-il il Rimini 
SubliiM.u]JlT4 |]| 
RfyWBUU) 
UltflS Hl-jJ 
Vrtid .!■ ii:i«.» 
Fill Mi-ii 
MfDH I'./ 
BifUcfi J 



-3 Lh4.'. tui' rwrdi.i. 
4-li)nii^4(Vpcrdi»k 
lll-t'l Li,-.. -I,- |k. .Ii-.l. 

^n- Ih^^NJpcoch 
****** Tamp* trim 

\maiM^e jnd fiMkLkUin^ 
M.-.|. .-.;■. .. \ II 

taMKJ\.\li-:>i 

I . . i - 

: ■ t ; i.1| 

"ii nl 

Simini MwwfpHff 

Mwpjflldf (Zl 
SKhb A&A 
^ -. H 
AHA *jJijll"i 

■ «. 

Jlii- llrllh 

>: ji.K i r.„r,. ■ 
Md4ev ■■* lri<--*fc^ 2 \2 

UlHLiLlJil-- 

AOA >■■ i 

rui/it rbuic 

'.--.J. m 
h.iki .\Ci\ 
|-,'i.i. 

&it] Shr-i F'jlI i 1 2 1 
' mft ^uk-. . 1 1 

■ -4.1 ii 



ONLiNE PD 



FREE 2 DISK CATALOGUE LISTING 
& DESCRIBING i,LH»+ PD TITLES 



TEL: 01704 
634335 



OR SEND 
SAE 




Every 10 disks ordered 

choose 1 FREE 



Online Pd, Dept. THE ONE 

1 The Cloisters, Halsall Lane, Formby, 

Liverpool L37 3PX 






WIZARD GAMES 

1 NORTH MARINE ROAD, SCARBOROUGH, NORTH YORKSHIRE, Y012 7EY. Tel: 0723 376 5S6 



AMK.ACAIMKS 



Family... iLS.VM 

\ A 12001 ..JI9.W 

aisni aim 

I. •' i V A-Iil- 

v-|ii--lk ill.w 

■ Bum... tll!» 

...iN.W- 
...JilSTO 

LB.'IM 

£B.W 

i^.VJ 

i i.-.ii 
1 in 

-. I " :•: 

mm 

3 I ii. I. - <■■ i- k iml tr,w 

.....J10J9 

[init-JiA 2nd Inning?. E15.M 

.II4iB 
J.U.'H 
il«.« 
£lf,S» 

r|l II. 
., :•„. 
LMllHI 

- : 

AM 'in 

LiaKinf (Alinti -SH.'H 

1m 11U Prcnn.'i I ...£14.94 

*m« MiniTlliiiji fnhaumti i A 1 30(1) . il9.» 

•"■i" BcJt.ni Typrt^ T«ki- il art 

.-• cr.iiir Ordral Pni =. I J mj 

Sur« FukTiini Jtlt.H 

-ii(l2 .. U2W 

lUf Att iim i iH i .1 s ., i , i 1 1, .... 

I'j.uiiil- 1-1 1., ±lf,.m 





Mj,:.,,-.-. a-,-, orSmuaDrC 
••i^r ,11 ill AM) 
■ 

I IJflO 
h|ja| IDomnJ 
. AiaXVASOt 

Hr* dum|iii.ii-- 



Ibvii AIMHI 

■paooo 

■ nAcra AnfmaliDn Wfirikshop 



'JiKit and BfbiiBiil rK Wikhk-nl ... 

OfMOutf Aiaoo. 

i Prod .tlAUm 
... -,-..i 



h'lL'IIIIL-l M.iiwiia S.. 

!■■ - .-. It (-arudWWI 

k.: i ■; ■ Tumble 

rtiiihFCTrTrMSJ.in. 
Kiwi Kill jA 1 2' ■! 

rtiiad Raili 

Ruphy FLOffl-c i "i. h 

St*»rT«aniiAIJI«»i 

Scnt+lp 

■d tJeamii> 

*»-n* bic S.v_L-r 

ShjuV-.-. I iuIiili 

Spate CniMJc j.-il V.iviwc HciDid ., 
M. ..- II. k^ 

SklyJaUTlCi I!|^r:i.k- 

Supfi |] 

SimfHuiih 

Silk (il;. AKMtuM I 

M..-| WiL ■ uot ',:..>i 
vi.' USD U3M 

!ii\;t>;r Tram Maaa^er.. 

SufTinrij..;. 

$nx)'s Fun wild NwmkroTYn 

ranjtfri M.iiu^s-r 

TtmwTMl Tniul lh(\ 



■■ 
1m,,..L, AHO/tZDO 



JIJ.« 

til w 

JII7W 

J! 1 1 » 

Llr. '.mi 

aim 

JLI*.V<) 

.-.in 

AIJiHi 

ih » 

J!'.l W 

j;ii w 

III -III 

II II 

am 

Jtlll.'J'j. 

£? ft 

(I3W 

JilS.W 

].. m 
- 1 1 ..-,■ 
tl ■< 



:. I Mil + t.i(rj Cct 



CBjaDaFnaVa.-!.. 
■■fi Bnm 

f-5f«c, Kill,- : 

I..|«-.lu 






il?n liHiiilardOi -. ■:;- ■- I i l.« 

rui-.* -ii' Tr^a^u^c^ rX4*r 

Tri^iJ PUrMjii, i i i 

rk.ini;i* Tank J avi 2 EI2.99 

VMI lulu 

Wi-iiildy Int. Suc«r ili.*9 

'.I'liiil.li-. Hschv UjfUL- ... IUM 

Er» I -."'H I2M .. jtijai 

I ity-Nriiin jLf.y** 

Vi>Juc jin.w 

ft'i^ Kid j;."i.w 



CD 32 



' " ■ ' ■ HiH'k of Rtrraiii, . 
Vamst I it 2 
••■afc Suikc 



i ...ii 

HI'S 

til vs- 

1 1 ' r, 
uvm 

-l\4.*t 

ii:.vi 

(1J,W 

rii.w 
xii m 



ht-k \-Wks 




H.ijil.ilKdl . 


i i < .in 


■ ■ 


i. ii .mi 


Skta-jWafe-i 


*»M 


ThnK Ph k .... 


£22.W 


rnwai A.uuli 


ll'i-'.i 


Ti.JJ.. ,. 


«l2*i 


WeaiiaHf] btarraaalaaiJ s.- 


iiu* 


Z«J2... 


JIIJ.» 



COMPILATIONS 

TJIROkl \ II M mm 

Jimmy M : hikvDune 
Uirc t>f [fie Tempm:>i 
EXCELLK M GAMES tlljIHJ 
Shutllc/'PnjitilDu^ 2 
Aixher MjekMflN Prxil/James FVind 2 
itSnl lni..s>li 

BUMPKR PACK f&9* 

J'awsJOrund Prix/H3g)i Steel/ 
CrLnssln ^'. 

SPORTS TOP III £14.44 

Work) Rjugb) Work Soccer/ 
hn Ice Hiitkef/lni T , cn^i^. , 
lni Track RjL'mp/Wiiria Cricket/ 
CfeflMfCrTai Tejun Wreslljn| 
Kenny Dalglish/G -StiuntHs. 
I UK COLLECTION 1 14.4*1 

Cannon Fotltler, Settlers, aeos 
Encimc, T.2, 
BITMAP VOL I inot I2IHH tN.44 

Xl .Ciudyver, 2>pe«lhall I 

COMBAT CLASSICS £10.00 

F/S Strike Kapig 2, Team Yanke*?, 
688AttBck Sob 
COMBAT CLASSICS 3 O LWJ 

Cuii)pinj;i]. IIisIiitt Ltne, (junship 
2000 




SPECIAL OFFER 

■iVludL"* Dadahaac A«OBI*T5. 
AdHrasitMXrk. GmphKik 



ANY 3 FOR £10.tM) 



vii. i Aim 

IVj:.im -. 

J Mil IViUVff 

Motto* 

:-!. III'Mll 

SinkL-i 

Siii'imhii Qi|IHII.ifKll> 

I 'M "■■;iur L>ij1lV'1i , >u A^eti^y 

ArTiiL" 2 

f4?*s||fifidj 

BS!i Icnr Sc;.rninjr 

LaLlv Dnrfile He»rwH;r. IfljJ 

RmdWm ifli 

SwlB XM AS. Cjiwr-i 

TlITr^Cii !,■-•«. 1,1, 

aiiiL-kk- JiVirr ILiuim 
Swildl hl:..l.; ' 

>.Ip:-\l- Cdviti SeookiH 

■".il.iMiiv ,v ■. 



Carrier CrHrniuniJ 
1-ln-hPiiM- 
MiL'nTfimste S.h>.rjr 

HuBjLiT. Ii>i II. | 

9 rirWarhirup 
Si^mikivd iFrurl iiiaivhiiiii 
Uil*i .MijlL. 
HJjJfil M.-i,.l 

ijniNhjjrJhiiia 

Ficlinnan' 

An id Chm 

BiilK 1 ^ S . ■ ■ i i. 1 1. ii-. 

! ■i.l.l.' I. Vl.Jllr.ll K . 1 1 -. 

I ii| -. --.^SIIIILlk - 

Spike? in: TTjncijFvjuifj 
WimltJ Lliniiip. Bi-niny 

Nun CruHK W<!rds 
l'i\ ■. A L Ii -ii- 



FST. Sud-w 
LHrinuir GeH 

L'lltfTU 

I l! llhllt. Hutt 

i hfttpoal 
T- Hal Caruge 

''IL-. 1 'ii. 

MLlTfih -. 

I ttlj I "JfTTs ? 

H'-|vrhyi 
SipwCin ' 

Kick Dtu^oixu 
Miulrk- hi i ; 
Tri: Ji Sloufn 
Uin %0 
The Pnuer iPlu/k'vi 

tt iiil.r Ciiuip 
CriW SCr.- Ik-Mii.l 



Whtn OrdiTine Please Give Out AUtrnative Also Which Amiga 



Alfred Chuton 

Hji.lkuiaKls 

H.llMu-. I.-: 
I.l-.l.l"^ 

liuba 'n' Sik 

Butihk-'irSuifeMk 

CMdu2t 

L.hiMk K'.K.-k i -.'.-: 
Ounlht^ i ' si-.niii: 



I M.I. -I... 

hVi f y u& CliL' Huriiis 

IjfiSI Vllliij;-. 

Lciliu TeKilfif \ 
Man LITD 



CDS 

■(■L . ii Air.iln 
Nuid Munwll 

OWTkl 

i in: m La >.:. 

PrtTiinr 

R 1 (h.i.il 

Striker 

■iiflHi r.kMihm. Run 



Sumnwr t!l|(. uapix 

iltiur 
JinikuU 
Tu|( Banunu 
Top OeBr 3 
TrJLJul P^ruiir 
Wli.ik^ Viyvip? 

Zool 



t«,*4 LaiJi or Any ^ for tiiMKI 



Gunea Bunjecl ^ .uLihiint 

S\ phone CMill PCserveH yuui" t.itx.it?r 
' >p vn 6 Duya u ,i. i^-h. Mr^^al 

4.UI - *_tn 
i'riL'i- in,'. 1VI* 1 1 ' , K I ^^^^^ 

I ii . ..| .. f i.Jiid Ptr l:«niv - Kml uf I Hi- W'l.rin l.i.iMi 
.Mkirfi |J| ih.-s |||U>' VUT]r'. 

I'ht'quL-s ... iiksiliI I >, i ki> Puyuhlc <" WilIM li I » 

WOAIIII I.AM,.s. | M IK |'M MAHIM-: HII.SC \HHllkOL OH, ht-VCtUCS V(S|2 Tt . 

Ill & I H : fl.72.1 ,ne5*fl .' -.i i;..'l 



"" 1 infra ' 



)IMMMMyfcrJiiMfcta»l n '" m ii—li«Mi miImI ■ inn n mi *- 



i iiiim "11 ii^'i*- r~ 



■ ■■■ W 



REVIEW 




Apparently, ever since a brief encounter with an RAF Tornado, Andy Nuttall has had a yen 
to ride something faster than Cwenan ap Baa. He also knows that low-flying is only per- 
mitted over North Wales because nobody in their right mind lives there. 




The year is 1999. As peace 
negotiations break down and 
global war looks an increasing 
possibility, The United 
Nations peacekeeping 
forces are called upon 
to prevent the 
unthinkable. The 
problem is, the UN 
is fed up of rum- 
bling into contested 
territory in its shiny 
white APCs only to 
have them blown to bits 
by drug barons and rebels 
with superior fire-power and num- 
bers. The answer? Sinking all its bud- 
get into the TFX (Tactical Fighter 
experiment) programme, 




This here's your UN Commander, or 

"Squinty" as he's affectionately 
known. He's here to guide you 
through your training at USAF Mira- 
mar, also known as "Top Gun". 

the UN purchases a small quan- 
tity of state-of-the-art fight- 
er/bomber aircraft and takes 
to the skies. Now they're 
ready to bring peace 
and goodwill to all 
men — napalm 
styley, The only 
problem with this strategy lies in the 
fact that these planes are mucbo- 
expensivo leaving the UN with chron- 
ic staff shortages. A fact I 
deduced by counting the 
number of empty offices 
in TFX' s intra sequence. 
To this end they've 
called upon the public 
spirit, thumbed 

through the phone- 
book, and selected YOU 
to lead the fight for peace 
(gosh, golly, and gulp!), 
TFX is a flight 'n' fight simu- 
lation based around two cutting- 



edge fighter aircraft. There's the 
EuroFighter 2000 and the Lockheed F- 
22 SuperStar, plus an old favourite, 
the F-1 1 7A Stealth Fighter, Looking to 
out-do everything that has gone 
before, Digital Image Design has 
packed TlFX J s seven disks with fea- 
tures never before seen on Amiga 
flight sims. 

Boasting an accurate, military spec 
simulation as well as Gouraud shad- 
ing, texture mapping and topical 
"Flash Points" scenarios based on 
recent world events, the game also 
has the more usual 
training modes and 
campaign missions. 

Arming and briefing 
screens are available to 
ensure you don't get 
into the air Unequipped 
and wondering exactly 
what your mission 
objective was, and just 
in case you're really 
hopeless, you can re- 
fuel at a friendly flying tanker and 
land at an air-strip to re-arm as well. 
As an added bonus to what the man- 



ual calls a "peace simulation", DID 
has been thoughtful enough to 
include the AG M 109 cruise missile as 
an arming option, so if you're late for 
an important appointment, you can 
take off, launch from a range of 
about 300km and nip back to base 
with time to spare, Just about every 
feature of the enormous PC version 
has been squashed into the Amiga, 
with the only big difference being the 
lack of the UN Commander mode 
which enabled the player to design 
and fly thejr own missions. 




On the arming screen you get to load 

your aircraft up with lots of highly 
dan^ero'js killing tackle. If you get 
bored, you can always click on the 
plana and spin it about in 3D. 
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THE VERDICT 




One of the several stills of empty offices shown during the course of the 
game. Are these based on DID'* offices? If so, It could go someway to 
explain why TTFJf has taken over two years to finally hit the Amiga. 

Left:; Here's a 
little "spot 

the diff- 
erence" for 
you. Here we 
have TFX as it 
looks on a 
breathtaking* 
ly expensive 
Amiga 4QQ0 
with the 
graphic 
detail, fea- 
ture mapping 
etc, all 
turned on... 



Right; ...and 
here me see TFX 
as all you At 2 00 
owners will he 
playing it. in all 
probability, 
Actually the 
"Virtual Cock- 
pit" you see 
here is pretty 
useless, so it's 
really not a 
great loss. 
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TFX rooks like the high-octane moth- 
er of all flight sims. Probe a little 
deeper, however, .and you'll find the 
fuel supply on this one is exhausted 
long before it reaches the end of the 
runway. The most immediate prob- 
lem, unless you've got a hard drive, is 
the lengthy disk loading time. Ocean 
actually recommends that you play it 
from a hard drive, though, so it 
would be unfair to slag it off for that. 
All seems great as you tap in your 
callsign, go into training, equip your 
plane and wait expectantly for take- 
off. But, as you kick in the engines 
and the plane begins to rumble along 
the runway, you find yourself pon- 
dering the physics of an aircraft 
weighing some 14,000kg taking off 
at an apparent velocity of lOmph! 
Despite being AGA-only, TFX suffers 
a sloth-like lack of speed. Sure, you 
can change the detail to reduce the 
horizon colours, simplify objects and 
change the visibility to something sui- 
cidal, but you're still flying a Sopwith 
rather than a Stealth. Controls are 
another problem. At the default 
arcade setting, TFX lets you fly with the 
mouse which, given the slow update, is the 
most responsive way to play. Select a more complex level 
though, say "simple", and you're forced to use either joy- 
stick or keyboard, both of which are completely arse. The 
sound also disappoints, and with the garbled radio mes- 
sages and a pathetic farting for the mighty chain guns, TFX 
begins to feel a bit shaky. The problems do not end there. 
Having plodded through the training missions and tackled 
a campaign, it begins to dawn on you that TFX isn't offer- 
ing much that's new — you've played these missions before 
In F«15 Strike Eagle 2, Combat Air Patrol, F-117A etc. 
True, it attempts an exciting cinematic style, but without 
a fast 3D engine, the show is dull. In its defence, TFX 
boasts some very nice graphic tricks such as a convincing 
cloud layer and groovy storm effects, but regrettably they 
fail to lift this sim from the ranks of the 'also flews'. 







No chance matey. TFX is just too big. I'm afraid. 
So, er... what else shall we talk about. I know, 
how about the weather? That's Always good as a 
conversational gambit isn't it? Right, so what 
sort of weather are you having? Really... 
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Phew crikey! Cricket certainly is jolly exciting to watch. No r really. In fact, pass me the 
sedatives, for I do believe mummy's going to collapse in a heap of interest any minute 
now. Matt Broughton has an extremely open mind. Not. 





Though immensely popular in 
real life, cricket isn't exactly a 
sport that begs to be turned 
into a computer game. Up until now, 
Audiogenic has been the only com- 
pany to offer anything particularly 
worthy on the Amiga, and evert they 
seem to have, resorted to simply 
releasing the same product every 
couple of months under a different 
nam de voyage. 

Well, Grand slam is hoping to 
change all that with an Australian 
product going by the rather 'ground- 
breaking' name of International Test 
Series Cricket. Around the office this 
has been abbreviated to ITS Cricket 
with hilarious consequences... 

"Morning Matt." chirped the ever- 
ginger Andy, "What's that you're 
playing, then?" 

"ITS Cricket." replied 
the stallion known to you 
all as Mr. Broughton 

"Yes I know it's cricket, 
but WHAT IS IT CALLED?' 
"Ho r iTS Cricket " 
"Look don't get funny 
with me, beard -face!" 
"Don't raise your voice 
at me you Welsh chock! ITS 
CRICKET] " 

"Right that's it fuzzy 
chops. COP THIS V Ooghya! 
Anyway, suffice it to 
say, if this was The Beano, 
m there'cf be a huge spin- 
ning cloud of dust at 
this point, 
with arms 
f and legs 
occasionally 
• ^ popping in 



flashes. Er r anyway... Cricket. Yeah. 

I'm probably in about as good a 
position to comment on cricket 
games right now as I'll ever be having 
only just finished with Audiogenic's 
Battle for the Ashes and a big 'well 
done' certainly goes to the develop- 
ers, who've actually managed to cre- 
ate a new control system for a crick- 
et game (which is quite something in 
itself). When it comes to bowling, you 
have a number of approaches to 
choose from, all of which are affect- 
ed by the type of bowler currently 
active (i.e. you'll get more options 
with a leg-spinner than a fast 
bowler). Whoever' s bowling uses the 
mouse to first make these selections 
and then control the run up, while a 
quick click at the right moment 
sends the ball on its way. 

A targeting box allows the 



bowler a few seconds to zero ft J P1 
in, and then it's over to the bats- /;!■' 
man who uses the joystick to J 
select and execute one of twelve 




Hello! What an attractive bunch we seem to have found here. Yes, Sri 
I \ Lanka, a team renowned for its Chippendale-like members, has once 



m 4 again dona us proud and put forward some of the finest digitised 
ji 1 beauties ever. From here you can check out the overall match position 

n ■ . t* |pC_ as well as select a bowltr for the next over. This particular hunk is a 

strokes Oh, Mr Benaud, ,t s all just ^^ |eq spjnnef (gn?at ^^ t(wu9 „ )# „ M - s bung him in amJ fust k(sep 
too much! This way for the Verdict, rf 7£ -<?\ launching the ball at the wickets to annoy Andy- incidentally, 

you please. '£$ ^Tl^L*' *ijL' ■-"" •> iin '* that the e,e P nant ma " at the crease? 
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and out 

accompanied by 

thwacks and 

Ahby! Statistics to the starboard bow cap'rk Yey just like in real Stick 'n' ball, 
you can check out the scoreboard at any point and get thoroughly confused by 
lots of numbers tbat appear to have been arranged quite randomly all over the 
place. Harry took a few hours out to explain all this to me, but, rather unfortunate- 
ly, I was asleep throughout the entire conversation and have subsequently forgot- 
ten everything, Still, nice picture eh? 




After playing a couple of two-player games if becomes 
apparent that people favour the easier shots, so you 
might want to alter your field position to cover the more 
popular areas. This is easily performed, using a simple 
screen to shuffle players around the place. You can jump 
to this screen at any point while bowling, Ex... thanks. 
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Bowling is a fairly simple affair, and you'd have to be pretty stupid to get 
it wrong. The first choice to be made is whether to bow) around or over 
the wicket (affecting the speed), followed by the actual type of bowl. As 
mentioned in the text, depending Upon the type of bowler you chose, 
slightly different options appear, and here I hav* a leg bowler, *e> the re' re 
four to choose from. The buttons' themselves depict where the shot will 
go, and then you just have to click the mouse as the bowler automatically 
runs up to throw.,. 




Okay, you managed to get that bit right, so what's next? Well as soon as 
you've clicked to throw the ball (hopefully avoiding a 'no ball) the screen 

Switches to show the receiving batsman. You now have a couple of sec- 
onds to move an aiming cursor to the exact position you want; 

be that in front of the man for a 'bouncer' or right up by 
the wicket, After a few seconds the cursor will freeie 
even if you don't hit the mouse button, so don't take 

too long thinking about this bit, And, er... that's it. 




(Girtte) Bat- 
ting is enjoy- 
able and uses a 
rather inventive 
little control system 

to boot, During the few seconds 

after the ball has left the 

bowler's hand, the batsman must 

press the ftre button either once, 

twice, or three times (a lady) to 

choose which set of stroke* he 

wants to piay, and then push in 

one of four directions to execute. 



(Above) Fielding isn't easy, As soon as the ball has been hit the screen flick* 
to this shot, showing the running batsman and your field positions. Vou need 
to select a man and then tell him where you want him to go. Once he has 
picked up the ball you have to aim at the stumps with the cursor and rely on 
timing and luck. The CPU is unbelievably goodl at this, and if you try for more 
than one run at a time, nine out of ten times you'll be stumped. Git! 



THE VERDICT 
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Rather unfortunately, though ITS 
Cricket contains a number of inter- 
esting and innovative features, the 
first thing that hits you is how 
appalling it looks and how poor the 
sound is. A damning opening sentence 
J know, but one that can't be avoided 
I'm afraid. I've never been a great fan 
of digitised graphics, even when 
they're done well — which isn't the 
case here — and why anyone wouJd 
want a bowler to be represented by 
five frames of a badly digitised figure 
rather than an attractive set of 
sprites... er, I dunno'. This graphic 
style makes ITS Cricket somewhat 
unique, but also limits the characters; 
with even the batsman down to Only 
two or three jumpy animations for 
each stroke. The sound, though an 
Improvement on the earlier versions 
we saw, is stilJ fairly nasty- with a 
never-ending crowd murmur being cut 
off every now and then to make way 
for a crack ly sampled voice announc- 
ing "over" or giving commentary such 
as "oh, good delivery" etc. Unfortu- 
nately (again) the way these clips land 
Is a tad ungraceful — Cutting the crowd 
silent, crashing in, and then zipping off again 
— and there's no consistency to their volume or quality. Pre- 
sentation aside, the gameplay is okay, with a better control 
method than we've seen before — although I tended to just 

go through the motions of bowling (yawn) until it was 

time to bat. The difficulty level is high, and while you 

fumble around in the outfield desperately trying to pick 

up the ball, the fielding CPU team reacts so quickly that 

ou have to build up your score one run at a time, or 

risk being run out by an unfeasibly accurate throw. So ITS 
needs to be a two-player game to be much fun, and though 
Andy and I got bored after a few hours of doing much the 
same thing over and over (no pun intended), I'm sure the 
real Cricket nuts will find enjoyment here. How many of our 
readers are cricket nuts? I've no idea, and so this mark is for 
the general games playing public Thus-.. 



i 50% 
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runs on an Tne nmigas an 
suffer from any speed changes. As to a CD32 
version... well we don't actually know at this 
point whether one will be arriving at any stage, 
but I can't see it happening personally. Which 
isn't realiy too much of a bummer. 





hen Simon was ed r there was a running joke about who would be 
mbered with reviewing Ambermoon when it eventually arrived. 
Mow that it has , Andy Nut tall, missing the opportunity to pass the 
buck to Matt, or Has, finds himself strangely attached to the little 
bratwurst. Lucky, luck, luck... 



he circumstances surrounding 
the delivery of Ambermoon to 
the door of this office would 
have* been downright hilarious, had 
the whore saga not been dragging on 
for so long. As it was, it certainly 
raised a smile amongst the less bat- 
tle-Hardened One crew, Amusing was 
the receiving of the Ambermoon 
disks, after more 
than a year's false 
promises of disks 
arriving the day 
later. Even more 
amusing was the 
rather Urge PR bloke 
far Thai ion UK (and 
he'll probably kick 
me in for saying 
this) nervously twit- 
tering about the 
positive bits of his 
prized game, and 
not so much glossing over the bad 
bits as spreading on several coats of 
Dulux and an all-weather varnish for 
good measure. Most amusing, 
though, was that he really 
\ didn't need to bother 
Ambermoon has 
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tinctive parts; one isometric (top- 
down), and the other, a first-person 
3D jobbie (like Legends of Valour, 
Doom and Alien Breed 1 3D). 

The isometric scenes come first, 
with your character wandering 
around villages, castles and man- 
si ons. Chaos Engine-style, talking to 
people and picking up clues, 
food and useful objects. And 
recruiting other characters, ^2 
of course, because you'll ' 
need them when you get 
to the dungeons, which 
are accessed from inside 
the buildings. 

Because it was devel- 
oped so long ago, I 
expected the 3D engine to 
be a lot less advanced than it actual- 
ly is. There's not much in 
the way of colour, but 
then it's a dungeon, so 
there very rarely would 
be. Texture mapping 
stretches to the walls, 
ceiling and floor, and 
also to decorative and 
obstacular webs which 

Left: Battles are fought 
in typical RFC fashion, 

with a number of 
squares marking the 
position of your team 
and the relative enemies. 
Each turn can be a move, 
a parry or a Strike, but 
considering I only have a 
small sword against this 
Poison Spider, I'm tempt- 
ed to employ the 'run- 
away' method. Arrgghh! 



Like any ftPG worth its Sa*a 
nowadays, Ambermoon has its own 
Automapping facility, which automat- 
ically creates a map of your travels as 
you, er, travel. The ■tittle pink blab is 
you, and the surrounding objects 
make ua Grandfather's cellar — quite 
a nice little place to be. 

hang around, needing a good prod 
with the old blade to step 
through. It's no Alien Breed 3D, 
but it's light years ahead of 
Death Mask or the now 
aged in V. 

The scene is set, then, 
■ for a potentially excellent 
fiPG, with the only major 
point against it being its 
age. in a reasonably crowd- 
ed genre, made even more 
crowded since Ambermoon was fin- 
ished with the release of Ishar 3 and 
Crystal Dragon, how will our little yel- 
low friend compete? Q 

Below: Dungeons are accessed from 

inside buildings, simply by walking 

into the small recesses, tt's dark dawn 
there, so make sure you take a few 
torches with you, or a Gru* might get 

you. Damn, wrong game. Huge spider, 

I mean, Honestly, softies these days 
have no imagination, do they? 
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Above: The isometric 
section, which makes up 

the majority of the 
game, has a number of 
** tret 4, one of which I 
can reveal to you here. 
Search the fireplaces it 

my tip, because some 

can hold, *r... Secrets! 
No, seriously — vast cor- 
ridors fil|«d with wealth 
can be found behind 

them. If you're 

vary lucky. 
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Above: Initially naked, although appearing 
Clothed, your party must be kitted out prop- 
erly before venturing dungeon-wards, Here's 
a rather smart tunic, some shoes, and 
tans of healing potions, If you play 
|jk like I do, you'll use these up pdq. 

Circle: The solid 3D section* need 
B fairly hefty Amiga to play 
effectively, although you can 
remove detail for the smaller 

machines. If you've got an 
A500, kiss goodbye to the 
ceiling and floor, although 

the Addams Family-style wall 
hangings will remain. 




Strange, that a year after it was com- 
pleted and even released in Germany, 
Thalion should choose now for its 
release of Ambermoon. With Com- 
modore's recent run of... well, bad 
luck, general sales of Amiga games 
aren't topping the history list; and 
those for specialised areas, like RPGs 
and stuff, can't be doing too well 
either. But Ambermoon deserves 
more, because even almost two years 
after it was originally touted for 
release, it's actually rather a nice 
game. The dungeon-y bits are great; 
the 3D perspective works well in low 
detail on smaller machines, and some 
rather exquisite detail can be 
switched on if you have something 
more meaty to hand, The same can't 
be said, though, for the isometric- 3D 
sections, which scroll laughably as 
you move your little adventurers 
around. Great areas of the screen jud- 
der past as you struggle to shift about 
from one room to the other, spoiling 
what should be an exciting and 
spooky aspect of Ambermoon. Once 
you get used to the poor scrolling, 
though, the underlying game appears 
and reassures you that your money wasn't 
wasted. The chit-chat with the villagers, and the more 
important conversations with people in the surrounding 
area are something that I didn't know was lacking in other 
RPGs, but I'll be watching out for them in future. A great 
deal of time has obviously been spent creating a believable 
plot, and a wealth of information which can be drawn on 
by talking to the right people. The sound effects add a good 
atmosphere, especially in the dungeons, and the puzzle- 
solving is pitched at a good level that's not patronising but 
not easy either. And when they're not moving, the graph- 
ics are excellent — remarkably reminiscent of those in 
Flinh. Or unremarkably, when you learn that the same peo- 
ple were involved. Although I was looking forward to 'diss- 
ing' it somewhat, I have to concede that Ambermoon is — 
even after all this time — one of the best RPGs around. 




When you amass a decent party of up to six people, going into battle is a 
slightly more complicated affair. Instead of just wading in swords a-blaze, 
you need to be a bit mare cautious, and actually plan out a battle strategy, 
positioning various members of your crew at the van and rear positions. Like 
'proper' DM, but with knobs on. 



No, it's pretty unlikely. Given it took ovei a year 
to release Ambrrmann A5/G00 a+tef it was 

released, the chances of us seeing an A1200 or 
CDJ2 specific version in David Pleasance's 
lifetime are pretty damned minimal. 
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UPDATES..UPDATE 



Gosh! It's just like the Power Rangers! Watch now as the combined powers of Matt 
Broughton, Andy Nutiall, and work experience lad-ette Michael Traquair meld together 
to create the mighty... er, Updator from the planet, Update. We lack imagination, see. 




THEME PARK 

CD32 • Mindscape • £25.99 



Them? Park A1200 was 
bugged, apparently. I don't 
really know, though, because 
although I reviewed the game, and 
played it quite extensively after- 
wards, I never really noticed any. 
Apart from that time when the little 
roller-coaster car appeared in the go- 
karting circuit Oh, and then there 
was the time when all the little 
tobogganists on the water flume dis- 
appeared into thin sir when they 
reached some invisible vortex 
halfway around the track. 

There are (till, it seems, some bug- 
ettes within Theme Park CD32, most 
notably one which causes some of 
the 'little men' sprites to corrupt. On 
the At 200 this was. acceptable 
because if it happened, you could 
simply save your game, quit and 
reload. With the CD32, 'saving your 
game' doesn't allow you to save the 
*» *^ entire park, though; 
just how far you've 
progressed into 




the game. So you have to leave the 
machine on until you've sold off 
your park, and the little quirk 
which was, say, Alton Towers- 
sized, is now a rather larger Dis- 
neyland Paris-esque problem. 

But the real gargantuan, Dis- 
neyworld-proportioned snag is 
that if you want to control Theme 
Park using a mouse, you need a 
keyboard too, Mmmm, mmmm. 
Yes, despite what the interesting 
and, some might say, rather use- 
less Amiga addendum says, you 
can't enter your name, park name 
or any other details using a mouse 
alone. The joy pad is... well, just like 
the joypad with every other game, 
really, A big, plastic pile of poo. 
However, Mindscape has made 
good use of the extra keys to help 
move the cursor around, and the 
experience isn't as nasty as it con- 
ceivably could have been. 

At the end of the holiday, 
Theme Park is. quite rightly, Theme 
Park. It's 9 great game, with 
a playable economic simu- 
lation running in the back- 
ground that actually con- 
vinces you that you're not 
only running a Park and 
building rides, but also your 
own little branches of Big- 
lime Fries, Pokey Cola and all the 
rest. So, if you've always won- 
dered what it's like to be one 
of those people who wear silly 
hats and insist on slurring 
"y J want fries with that?" after 
you quite categorically asked 
for a small hamburger, then this 
is the game for you [AN] 

OVERALL: 86% 

Sean sometimes used his father's 
beer- belly as a sort of cushion dur- 
ing the long waits between circuses. 



uardian is a bit of a unique 
entity on the Amiga, and 
best explained as being a 
first-person-perspective Defender 
clone, with a fair few touches of 
the SNES game, Starwing. thrown 
in for good measure. Rather than 
stealing humanoids though, these 
baddies are into mass destruction, 
ramming into buildings and land- 
marks, and what with you being a 
Guardian, it's {rather unsurpris- 
ingly) down to you to stop these 
gits before they demolish abso- 
lutely everything. 

The most impressive thing 
about Guardian is its speed. 
Whistling along in polygon heav- 
en, this has to be one of the . -« 
most satisfying craft 
ever just to scoot A 
around in. The . 
original was I 
controlled with \ 
the CD32 joy- 
pad, and though 
there is an option to use such a 
pad with this At 200 version, the 
standard control comes by way of 
mouse and keyboard combined. 
Now this can be great, but it can 
also be hell... 

Sitting here at my desk, things 
aren't too bad at all. The mouse 
allows me to swoop and flow 
about the landscape in an almost 
sexual way, with the left and right 
mouse buttons thrusting and 
reversing respectively, My left 
hand lies on the Amigia keyboard, 
with fire, flip, missile launch, and 
smart bomb all easily accessed. Ah, 
but what if I was sitting at 
home...? 

Well, that's where things would 
all go horribly wrong. The reason? 
Well, I (and most of the people I 
know} traditionally have their com- 
puters on the floor, which means 



games are nice and simple, things 
can get a bit awkward, not to 



mention painful. 

Fortunately, other than this con- 
trol quibble and the reduced musi- 
cal effects. Guardian remains true 
to its original CD32 release. The 
only solid criticism I have against 
the game, is that it tends to be a 
bit repetitive, throwing much the 
same level at you time and time 
again, before allowing you onto a 
new scenario — only to do much 
the same again- 
Still, this is an excellent arcade 
game, and does the Amiga proud! 
Good stuff indeed, and well worth 
a gander. [MB] 

OVERALL: 85% 
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a fearsome opponent 
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DRAGONSTONE - 

CD3 2 • Core Design • £29.99 




Fantasy games generally do 
pretty well for themselves in 
the Sprawling Metropolis that 
is Gaming City, hut why? Well, 
nobody knows, quite frankly. Maybe, 
just maybe, it might have something 
to do with the fact that the average 
game playing adolescent is a blood- 
thirsty little savage, who takes great 
' pride in the fact that with one 
swing of an axe. he can turn 
a rabid Ore into a pile of 
flob. Just maybe. 

Of course, not every- 
body's happy with just 
blood r n J guts r n' ^g^ 
violence 'n r stuff. 
Oh no, they 
want some ^fc 

form of prob- ^P 
lem-solving thrown 
in along the way (as if it 
would make a difference) 
and because of these GITS, we 
get games like Heimdalt, Helmdati 2, 
Darkmene, and... er, oh yes this one 
here — Dragonstone, 

So okay, the puzzle element does 
add to the game, but you can never 
have too much violence. Or can you? 
Well I'm afraid to say that, rather 
amazingly,, this is Dragonstones only 
problem. There are only about Ifl 
different type monsters in the entire 
game, all with the sole purpose in 
life of walking into you. This makes 



the game extremely frustrating, 
and a lot less enjoyable than it 
could have been had the enemies 
been given the slightest sliver of a 
brain. Cell. 

The early levels are quite enjoy- 
able, and while the tasks are pret- 
ty straight forward, the quest pro- 
gresses at a steady rate. That is 
until level three, 
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adding 



the game 

moves into 

\ repetitive 

■ mode, and 

everything Just 

goes downhill 

from there. 

On the up 
side, the sound 
effects are pret- 
ty spunky, 
to the rapidly 



waning atmosphere, and 
the control system is made a whole 
lot easier with the joypad, as you 
no longer have to press the space 
bar every time you want to access 
the Action Menu/1 nventory. 

The CD version of Dragonstone 
is basically a straight port of the 
standard Amiga version with a few 
minor adjustments and, if it wasn't 
for a few irritating factors, would 
have been a great game. Shame 
that, eh? [MT] 

OVERALL: 72% 



COME AW HAVE A GO IF YOU 
THINK YOU'RE HARD 

ENOUGH!'' That's the general 
feeling you get when you flick 
through the instruction booklet for 
Skeleton Knew. With character 
names like Spine, Joint, and Rib, you 
could be forgiven for thinking that 
the heroic trio in this game are in 
fact the new Flavour of the 
Month deals down at KFC 
[although you would, of course, 
be wrong — and chances are that 
, these three scallywags 
would taste a lot 
bloody nicer any 
road. Up,). 



Mo, the Ktew are in fact merce- 
naries sent by MAD (Military Ascer- 
tainment Department) to go and 
clean up Monstro City, an sr^s ever- 
run with all kinds of mutated nasty 
fellas. These vile monsters are the 
creations of insane scientist (and 
part-time dinner lady) Moribund 
Kadaver, who, in a true 'crazy type 
bloke' way, wants to rule the 
world. Bonkers, eh? 
The game itself is a 
straight forward 

shoot em up, with you 
taking the helm as one 
of the aforementioned laddies in a 
quest to cleanse the city of the hor- 
rid mutations, in an isometric-view- 
O- vision kind of way of course. 
The plain fact of the matter is that 
it's boring. It never really gets 
going, none of the 
monsters look 
remotely 



^ 

^^^_^^^i 



M ■ *J ■ 



BENEFACTOR 

CD32 • Psygnosis • £9.99 



ut of all the mags who 
reviewed the original 
Amiga version of Benefac- 
tor, getting on for a year ago, there 
were only two who actually liked it, 
And we were one of them. Appre- 
ciating its qualities, you see, is not 
quite as clear-cut as with some- 
thing like Theme Park, or The Cnaos 
Engine: in fact on first sight it (oaks 
a bit... well, cack. 

It's a platform game, of sorts, 
but the characters are incredibly 
tiny; almost cemmings-y. The back- 
grounds are mostly brown, at least 
at first, the sound effects are 
sparse, and the music is a cheesy 
pastiche on the sort of thing you'd 
hear in a Little Chef. So, simply put. 
(Hurrah I — Harry,) Benefactor isn't 






scary, and the levels don't have any 
variety. To inject a bit of sunshine 
the programmers added a rather 
funky sound track which will have 
those feet a'tapping, while the con- 
trol method, though confusing at 
first, becomes very instinctive after 
a short time. 

Skeleton Crew CD could easily 
have {and should have) been a lot 
better, but as it is, is just another 
flower whose petals are brown and 
flimsy, and whose stalk is starting 
to wane, and the pollen which was 
once sweet, is just... (OH SHUT UP! 
Everyone.) Oh. I see. [MT] 

VERALL: 68% 



The ladders threatened to with- 
hold the prisoners' Red Cross 
parcels. 

appealing at first glance- 
However. I i I ' Ben does have 
one important thing going for 
him; gameplay. Levels covering 
such glorious and imaginative 
areas as Ice World, Egypt World, 
Forest World and -. er, some oth- 
ers, contain a number of puzzles 
linked to releasing a number of 
small people (called Merry Men) 
from their cells on a distant, nasty 
planet. Each level has a certain 
number qf Merry Men to free, 
and given that you need a key to 
free each one, you can probably 
guess that... yes, the puzzles are 
linked to the keys! 

Joystick/joyp.id incompetents 
probably won't get very far with 
the game at all, because the plat- 
form-based puzzles invariably 
involve leaping over some pixel- 
perfect chasm or other, and often 
a miss can mean the loss of a life, 
and the beginning of the level 
once again. However, this is coun- 
tered because the Merry Men are 
actually programmed to help you 
out — so although there aren't 
any specific instructions for each 
level, the Merries know exactly 
what they need to do to escape, j 
And all you have to do is follow 
them — but beware, not all of the 
Merry Men are exactly merry, if I 
you know what I mean.., 

Benefactor is not only the sec- 
ond CD32 game from Psygnosis I 
in a month, hut more important- 
ly it's the second decent game- 
It's Cheaper than the other, Flink, 
and indeed because of Psygnosis' 
deal with Future Zone it's actual- 
ly 115 cheaper than the floppy 
version. If the simple-looking 
graphics and naff tunes don't put | 
you off, there's a clever puzzle 
game waiting for you underneath 
— and for a tenner, there ain't 
much better out there. y 

OVERALL: 85% f 
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Time once again my friends to have a rummage around the bargain bins, and who better 
than the long-armed Andy Nuttall and Matt Broughton r accompanied by their rather 
noying sidekick/work experience kiddie, Michael Tracheotomy. (Nice gag — Haz). 



an 



HEART OF CHINA 

KIXX XL £16.99 









1 



ow I don't know about you, further into the game ta see how 
but if a big shot merchant the plot develops. Early on you 
ruined my life, and then had recruit a Ninja-type, er ... bloke, who 
the cheek to offer me a job. Id be then allows you to swap between 
forced to beat him quite violently the two characters to achieve dif- 
about the head and neck. Of course, ferent results during the game (a Is 
if that tycoon was one Eugene Adol- indy... again). 
phusLomax ill, you would be pretty The major problem I had with 
stupid not to listen. The old The Heart of China is that it's 



bean r s daughter has un for- ^^* 

tunatelybeen kidnapped 

by Li Deng, a ruthless q 

Hong Kong gangster, I 

and it's your job to res- "Sjl-tan-wingar? 

cue her {gosh, how 

original). 

When The Heart of 
Chins was originally 
released it was received with 
critical acclaim for its 'user friend- ks" ; 



^^ too damn slow. I mean, 
t I've seen dead people 
move faster than this 
, game. The supposed- 
— I ly user-friendly inter- 
face is about as 
friendly as Eric Can- 
tona (God, are we top- 
ical or what? — Matt), 
and the "stunning graph- 
ics" are no more than mediocre, 



ly interface and stunning graphics '. But even more frightening than that 
It introduced some new ideas into — it comes on nine disks. Now this 
the adventure gamegenre, the most might not sound too bad, but 
obvious being the alternative plot believe me, it is, and the disk access- 
path system (which Indiana Jones ing takes forever. 
has more recently used to much bet- So if your looking for a budget 
ter effect) This enterprising idea is graphic adventure, you could do a 
slightly misleading, as the different lot worse than HOC, but you couid 
routes change very little, and you also do a lot better — most notably 
always end up at the same place with Monkey Island 2- [MT] 

after a few screens anyway. ^ ,^^ 

The story itself is quite absorbing (o V E R A I 

and you look forward to pushing ™ 





talitiei an all v-- 
muscd Liu Ka«g, 'but these 
blood stains are hell to shift/ 



When Ocean snapped up 
the rights to the world's 
biggest and most 
expensive movie, cynics expected 
a straightforward platform licence 
with an obligatory "driving bit'. 
Though at the time this assump- 
tion may not have been totally 
unfounded, it could not have 
turned out to have been further 
from the truth. 

Jurassic Park — the game — is 
a top-down arcade adventure 
with bundles of atrmospher' 
and enough trigger- pum 
ing action to keep even 
the most hardened 
shoot- 'em-up fan more 
than contented. 

Vou know the story 
dinosaurs are genetically eng 
neered; dinosaurs get housed on 
an island; dinosaurs escape from 
their enclosures; dinosaurs eat fat 
people etc. etc. Within the game 
you play the hero of the tale, Dr. 
Alan Grant, and it's your job to 
attempt to restore some kind of 
order to the Park and save the oh- 
so-cute little kiddies, who quite 
obviously don't fancy ending up 
as a Raptor's hors d'oeuvres. 
This will all come as no surprise 
,. if you've seen the film or read the 
book, and the game follows its 
plot quite closely. There's the bit 
in the T-Rex Paddock.. There's the 
bit in the Gallimirnus Paddock.,. 
There's the bit in the Drainage Sys- 
tem... I could go on, but I'm sure 
you get the idea. 

Had the game been top-down 
only, then things would soon 
hecome tedious. Thankfully, this is 
not the case. There are several 30 
sections which take place mainly 
in the bunkers, and these are 



without a doubt the most exciting 
of all. Although the window in 
which the action takes place is 
small by today's standards, the 
graphics here are atmospheric and 
fast. Okay, it's not Alien Breed 3D, 
but it's nice to see programmers 
recognising a game's limitations 
and adding to it in other areas. 

Jurassic Park remains an enjoy- 
able romp that will appeal to film 
and game fans alike. If you fall into 
either or both categories, then 
,t may be worth while 
checking out. |MB; 




AWARD 

WINNERS 

PLATINUM 

Empire £34.99 

I he compilation scene really 
does seem to be hotting 
up, with some excellent 
packages now available for 
money-conscious game fans. 
Thankfully, the latest addition to 
this over-crowded market is two- 
thirds ace, one third good, featur- 
ing three of the most revered 
Amiga games of all time 

First up is Frontier: Elite 2, David 
Braben's long-awaited sequel to 
the classic space trading game 
(reviewed elsewhere, actually). 
Opinion is divided over this game- 
some think it was a load of over- 
hyped nonsense, while I think it 
was five years well spent. And as 
I'm reviewing this package, only 
my opinion counts. Ha! 

Frontier takes the original Elite 
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raci Dili] 
ic &w*rm f /ritzier of istyar 

ISHAR 2 

(A 1200 only) Daze £12.99 

ilmarils' successful role-play- easy to grasp Just select j 

wig trilogy reached its climax weapon or spell and click on the 

last year, receiving a hearty enemy - it doesn't get much hard 

cheer from adventure fans across er than that. Of course actually 



respectable magazines, as well as ing regularly is a must 

The One (boom boom!}, making The plot though essentially lin- 



acclaimed series in the history of and you never really feel you r 
the world ever being forced along one set path. 



second installment is regarded by 
many as the best. Taking place over 
seven different islands — each 
inhabited by some of the game's 
seventy or so enemies — you have 
to solve puzzles and recruit adven- 
turers to VOIJT rVAftir .ie u«in k-.*tl.-, 



shoulders and belly above the rest, 
and makes trekking through the 
play area (over three times the size 
of its predecessor) miles more fun 
than it really ought to be. 

tshar 2, at less than thirteen 



available. 

Combat plays an important part 
of the game, and is thankfully 



* that, can you? |AIM] 
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ITC P| IIC 'Uttle boxes, little bpx ti , and 

'• ■ ™ r^m%09 they're all made out of tic ky- 

or\ Sixteen £ 1 6 99 t * cl( *' ''"'* Wes < little b °**s, 

and they all look just the same'. 

Mi is an example of gaming The idea is simple. Starting off 

at its best, It's a game you as a young and impressionable 

can play literally for a life- Space Cadet, your job is to hurtle 

and yet comes on only forward into unchartered territo- 



time, and yet comes on only forwan 

m. ^ is i ^ 



"' 9 when > fOU J think *n«^Rfi 

that most modem / __ \ 



releases are 



as big and I 

mjwhere near as I * ^-Ln^r; 

captivating VffimOOumi 

David Braben V •Lecrvn 

and Ian Bell's das- \ 
sic space trading \ 



truly, truly open-ended 

game; you can 

\ behave exactly how 

\ you like; be a good 

\ boy and simply 

fetjy cargo from 

/ port to port, or a 

? bit of a bugger and 

4 hang around out- 



OVERALL 



machines, each version has 
remained faithful to the origi- 
nal, giving some indication of d 
how flawless its concept is. 



«hi^!th n ,n ad t ni ° re , be, ! S * nd on hoJida * Ves - *«**«* little game, a spot of careful planning, 
r^E^H V °l !f Pe t0 f * *? °" e that ^'^dedly invent- the odd bit of common sense 



ended by people dressed to the to the back teeth of the little b 



accessing is 



blowing other ships 
away — just for fun, of 



C-.-....J _.. u JVM! U *_ 1. I *_l I 1 ? Will 

affect your relationship with the 
super-hard Space Police. 

Okay, so it's not a 
visually impressive 
game, but that's by 
no means a bad thing 
as your imagination 
fills in what the graphics 
don't. And this distinct 
lack of aesthetic wizardry 
means that the action is fast and 



* - "i ^. -,-,.„!,„, , , 3 aiiuiii^r son- meant to 

of Afferent planets to v.s.t, and mil- ware croaky (originally appearing in the first place 
onsofcharartersfo',nterface'with. August 1992, no less), but it has Jn theory. Award Winners 

Tf three-figure review score, as each 



ies more on missions to hold the 
attention. In short. Frontier truly is a 
way of life, (If a bit of a sad one — 
Haz, Jo and real people everywhere.) 
If Frontier and Civilization are the 
bread of this software sand- 
wich, then Lemmings is the 
slightly suspicious filling. 
Okay, it seemed fresh when it 
was released (about a billion 
years ago now) but today it 
smells like someone's left the 
fridge door open while they were 



your job in Sid Meier's classic is 
simple; evolve your populace 
from the 

Stone Age to ^*( 
the 20th Century 
•and beyond. Of 
course, actually existing 
for thousands of years . 
has its problems — 
dealing with tech- 
nological advances, 
and pollution and population con- 
trol, to name but three. But, should 



90 percent plus. But Lemmings 
— though still a great game — 
is old hat now, a battered tril- 
i by that most people will 
\ already have worn, in one 
\ of its many guises. Only 
for Amiga babies, 
methinks [MflJ 



OVERALL 



at times). 

Elite is as playable as it 
always has been. It 
won't appeal to 



♦ 



who expect 
more in terms 
of execution . * 
and innovation, 
but if you scratch" 
beneath the surface 
you'll be hooked (That is, unques- 
tionably, the finest mixed- 
metaphor in this issue, Matt. Well 
done, matey — Hazza.), [MB] 



OVERALL 
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Tip r tip, tip little 
April showers de de 
de de de de de de de 
de../ no, I can't 
remember the rest of 
that classic tune from 
out of that classic 
Wait Disney movie, 
er... I think it was 
Bambi. Could have 
been Snow White 
though. Oh and it 
was 'Drip, Drip, Drip' 
as, well, not J tip, tip 
tip'. The 'April' bit is 
spot on though, and 
that's all that counts 
for this, the Apriliest 
issue we shall be 
doing for some time. 



It's SWOS tips with a difference, as Jon J Jops' Hare chats exclusive- 
ly to The One about his playing tips, hints and cheats. 



WHY DOES MY STRIKER'S 
VALUE CO DOWN WHEN 
HE'S DOING WELL? 

Jops: The way to gel a player's value 
up is to utilise their skills to the best 

effect within your team. If you have a 
player who is, for example, good at 
heading, he will be useful in his area 
of the pitch, i.e., in front of 
goal. a 

The way a player's 

| value is calculated is . 
very complicated. He 
starts off with an 
initial value, which 

■ is derived purely 
from the skills he 

I begins with. Say, if a 
player is valued at 

\ £2 million, and say his raw 

skill — that is, ail his seven skill 
I ratings added up together — is 30 
points. In order for him to maintain his 
£2million. he has to keep contributing 



tch. If he scores 35, his value will 
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go up, if he scores 25 it will go down, 

but only by a small fraction every game. 
If you left it at 25 through the whole 
season, his value will drop dramatical I/. 
So, you have to look at his position 
in every area, and estimate his contri- 
bution to the team performance. 
The problem is that there is no 

goalscoring bonus for the players 

^ iri the system, so the strikers 

can sometimes be difficult 

L if you're very clever, it is 

I possible to maintain the 
value of a striker, but 
only if you use the tac- 
tics editor and position 
him so that he makes the 
best contribution to the 
team, We are going to add 
goalscoring to the player's 
point tally in the updated version 
(see bo* below). 

The only other problem we've got is 
wi n ge rs — beca use their values ca n di p 
too. for every other player, their value 
should go up if you manage the team 
well, If you've got someone in the back- 
ward midfield position, like where Paul 
Ince plays, his value should go through 
the roof. This is because midfielders can 
use a wider variety of their skills, and 
score points more heavily than any- 
where else on the pitch. Again, we'll 
tweak that to even it out a bit in the 
update. 

WHAT SHOULD I DO IN 
THE TACTICS EDITOR? 

Jops In the Tactics Editor the pitch is 
split into 3 5 sections- Each player has 
certain skills which he can contribute, 
but only when, he's in his designated 
area of the pitch. Technically, if you 
have a defender and you put him up 
front, and he spends most of his time 
hovering around the goal, all of his tack- 



■3*»3ffifr^jl 




ling skills are going to score zero points, 
because his tackling skills will be wast 
ed, and he won't be contributing any 
thing to the team. 

There are several factors which deter 
mine a player's contribution. His overall 
skills, his closeness to the ball, and how 
out-of-position he is. So a defender will 
score most heavily when he's defend 
ing, and tackling in and around the 
penality area. If the ball's at the other 
end of the pitch, his contribution will 
halve. 

Bearing all that in mind, the best 
thing you can do is to bring your mid- 
fielders back behind the ball a little bit 
Try to make your wingers track the bat 
as much as possible, to follow it arounc 
the pitch to a certain extent. On the 
wing, the speed factor is very important 
— a fast player will have far more to 
contribute. Allow full- backs to push up 
and to track the ball behind Hm 
wingers. Remember you can use the Flip 
On facility here, so that when you move 
one, the other will move to suit. 

If you find that one of your full-back; 
is very good at attacking, whereas the 
other isn't, bring the attacking one a be 
further forward, and send the ot he- 
back to balance it out For your attach 
ers, if you have two, it's often best tc 
pull one of them back slightly so that N 
can feed the front attacker. Real foot 
ball is often played like that; and youV 
also got the advantage that the on- 
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we're looking at for the update, 
So whether you play five up 
against two in 

defence, Of five in defence makes 
no difference whatsoever. It's all 
%£ to do with how your team plays 
{££ itself, not a bou 1 1 h e op posi t io n . 
Use the formations, too — if 
you're one-nil up with ten min- 
utes to go, stick your team on 
J Defend. It does work 
HOW CAN I INCREASE 
that's further back is nearer the ball, MY TEAM'S PERFOR- 
and scoring more contribution points. MANCE? 

It's getting close to the ball that's the Jops: If you use Edit Tactics wisely, you 
^i- can make your team much better.. Most 

people who play the game don't bcth- 
BUY A er with tactics, they just use the default 

MFFERENT PLAYER? formations. But the defaults are set up i 

Jops: If you buy another player, he wilr so that you'll only get about 75 percent 
almost certainly have a different set of out of your team. In the early days I was 
skills to your existing players. So if you playing around with Norwich, and they 
swap him with a team player, ygg will were a team worth 14 points in total, 
have to adjust your tactics slightly to Without buying a single player in, I was i 
cope with the difference in skills for that able to bump them up to 21 jyst by 
area of the pitch. The idea is to make it messing around with the tactics — giv- 
more like management, really, so that ing them 50 percent extra points, and 
you're thinking about your team, If you putting them one point above Liverpool 
were to play it properly, which in reali- at that time, 

ty you proba bly couldn ' t be bot hered to Because you re mana ging the team , 
do, you would need to subtly alter the it's back to this contribution thing 
tactics before each game, taking into again. You need to look at the team's 
account the team you were playing, contribution. With playing and manag- ■ 

ing, though, I can understand people < 



UPDATE DISK! 

Watch out for ne*t month's issue of Tne One, which will 
come complete with an official update disk for Sensible — 
World of Soccer! Many of the problems with the 
original will be solved, including the striker value 
bug — and best of all it's free when you buy The A 
One. Incidentally, all SWOS owners who have sent jfl 
in their registration cards to Renegade will ^k 

automatically receive the update free of 
charge -• but that way you don't get 
Britain's best and, yet, curiously, least \ 

popular, Amiga games magazine to read. So 
get down to your newsagent's on April 28th, and 
make the best football game even more better... er. 



STRATEGIES AGAINST 
OTHER TEAMS? 

iops: The skill of the opposition doesn't 
really affect your team's contribution to 
any great extent. Perhaps it should do, 

but it doesn't — and it's something 
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players' values to go up, even they do 
have to look at that other factor as well, 

HOW CAN I PREDICT THE 
RESULT OF A MANAGED 
MATCH? 

Jops; Each player contributes a certain 

number of points to the team, which is 
then used to determine the result. 
That's how the system works. So you 
can look at your 1 1 players, look at their 
individual contribution, and work out 
the team's contribution, Estimate the 
opposition's contribution, and broadly 
you can determine the result of the 
match. 



The team with the higher number of mation, then at the moment 
points will generally either win or draw there's a bit of a cheat you can do. Put 
— it's unfikely that they wilMose, But, your team on in a formation which 
there's also another factor in there scores the most points, and then a 
which affects the result — a random minute or so into the game you can 



Manchester United vs. Doncaster into your normal playing formation. The 

Rovers, for example. If Doncaster had team will maintain their playing skids, 
a very high random number that day, as though they were in their original 
and Man. United had a very low. or formation. Now that's a bug, which I'm 
even a minus number, then there's hoping to get rid of in the update! 

always a chance that Doncaster could ■ ^ 

turn Man. United over, It's very rare, 

though. The strategy is. then, to get «**: eiae.oou 

that number of team points as high as i 

possible. 



ANY CHEATS? 

Sops. If you've got a good and effective 
formation, which scores good contri- 
bution points in itself, but you actual- 
ly prefer playing with a different for- 
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Ben Smith from Middlesborough comes up smelling off Creme Eggs again 
with the second part of his exhaustively fondant Easter solution to Cannon 
Fodder, part the second. 



MISSION 9 

Phase 1 

hoot the men coming towards 
,you. Pick up the grenades above 

. yog and use them to bomb the 
enemy tent in the bottom left-hand 
corner. Go left and you will see a 
sniper on a bush. Avoid him because 
he will bazooka himself anyway. If a 
helicopter lands, use another grenade 
to destroy it straight away. Keep walk- 
ing left, shooting any aliens you 
encounter along the way. Enter the 
turret and fire between the two hous- 
es killing all the snipers. Leave the tur- 
ret and go up. then diagonally left and 
down, killing all snipers. Bomb the 
enemy hut. 

Phase 2 

Go up and a jeep will follow you round 
to your starting point. Hide behind the 
tent and the jeep will get stuck. Bomb 
the tent with a grenade and the jeep 
will get destroyed. Get. into the spare 
jeep and drive left through the gap in 
the fence. Th e other jeeps wi 1 1 not fol - 
low you. Head right around the 
muddy path until you reach a ramp. If 
you drive over the ramp the jeep will 
clear the fence, Run over the sniper on 
your left. Get out of the jeep and 
shoot ail the aliens. Collect the 
bazookas near the enemy hut, enter 
the turret and blow-up the hut and kill 
all the aliens. Leave the turret and 
drive through the gap in the fence. 
Follow the road exterminating all 
aliens on route. Now, the enemy jeeps 
will h.ivo gathered at the at her end of 
the road, but if you bazooka the gate 
at the end of the road then the jeeps 
will blow up. Return to the ramp 
which you you used to jump the fence 
and drive onto the muddy path. Get 
out of the jeep and go through the 
gap between, the fences and bazooka 
the tent next to you. 

Phase 3 

If, at the start, you head right onto 

^the wall and keep running in that 
direction, the civilians won't kill 



you. When you get to the top, get into 
the tank and drive it back to the start, 

without killing any civilians. When 
you're back at the start blow up the 
enemy buildings. 

Phase 4 

You will have to sacrifice a man for this 
one. Leaving one of your squad 
behind, take the rest up-screen. A heli- 
copter will attack the fella you leave 
behind, giving you a head start. Keep 
moving up until you see a lake. Shoot 
the sniper on the other side, Swim 
across the lake and collect the _J 
bazooka,, swim back and go M 
right and down, killing all the 
aliens you encounter until you 
see a hut. Bazooka the hut 
Destroy any choppers you see 
and make a thorough search of 
the area, killing all aliens. 

Phase 5 

As you start, take two men down and 
right killing all the aliens you meet 
along the way. You will see a sniper, 
go round the corner of the wall and 
kill him. Move up as far as possible and 
cross the water. Pick up the grenades, 
but be on your guard against snipers. 
Grenade the enemy hut and return 
across the water, moving right and 
down You will see a fence with an 
enemy turret and sniper. Lob a 
grenade over the fence to destroy 
enemy turret. Get into the waiting 
chopper and land it outside the fence. 
Return to the wrecked turret leave the 
chopper and and destroy the enemy 
hut. Return to the chopper and land 
it outside the enemy square. Leave the 
chopper again and bomb the doors 
inside the square. Get back into the 
chopper, land inside the square, leave 
the chopper and kill amy enemies you 
see, A hostage will run towards you. 
Get back into the chopper and the 
hostage will follow you. Fly back to the 
start and and he will run to the UN 
hut. Now, go left and down until you 
reach a large fenced area with a hut 
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MISSION 10 

Phase 1 

Shoot all the aliens around you, 
go right and kill the aliens you find 

along the way. Follow the path and 
grenade any huts. When you see a 
hole in the fence go through it con- 
tinuing to shoot any aliens , Pic k up the 
grenades, return to the path, and 
bomb/shoot all huts/aliens you see en 



Phase 2 

Don't bomb the huts! They're full of 



civilians. Take your men across th-. 
water to the right. Take one chap, g* 
right and get into the m. machine 
Bomb any machines that you meet 
Head left across the field, shooting al 
the machines you meet. 

MISSION 11 

Quickly, get the bazookas found to 
the left and right and use them to 
destroy al! the huts and the two tur- 
rets. GO around to the front of the 
castie, enter the turret and blow up 
the castle. 
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MISSION 12 

■ Phase 1 

Head right, shooting all tha ■l i tna . 
Return tq The start. Go up and over 
the river and then head left as far as 

you can and you will find some 
grenades. Pick them up and use 
them to bomb all the huts and kill 
ihe aliens. Mow, go right and up 
shooting all the aliens, Keep right 
until you see a castle. Blow it up, Go 
down and left, killing all the aliens, 
Go left and shoot all the aliens. 
Then, go down, killing all the aliens. 
Now, go right along the river, shoot- 
ing all the aliens At the end of the 
river you will see a room with 
grenades in it. Pick them up. Then, 
go up and left, keep left, then up 
and then left again looking for 
aliens. If there aren't any. return to 
the start. There will be some aliens 
to the right, Kill them all. Search all 
areas for aliens and kill them. Dead. 

Phase 2 

At the start, get beside the batter- 
ing ram. Ene.ny rams will come at 
you, but will be destroyed by your 
ram. Go right now, and an enemy 
battering ram and witch will follow 
you. Keep twisting and turning and 
the enemy ram will be destroyed by ■ 
the witches grenades. Keep to the I 
path, and shoot all the snipers you 
encounter. When the witch stops 

I trying to throw grenades at you and 

I lands, bazooka her. 

Phase 3 

Kill all the aliens at the start, then go 
up, grenade the hut and shoot all 
the aliens, Go left and bazooka the 
castle from a safe distance. 
Approach the castle and head down, 
killing all the aliens near the hut on 
the right, Now go right until you see 
some grenades. Pick them up. Bomb 
the hut nearby and then head out 
and back-left and grenade the hut 
surrounded by a fence. Go bacJc- 
nght and bomb the hut below you. 
Keep right and bomb another hut 
surrounded by a fence. Now head up 
and bomb the hut, Return to the 
castle sod you should find a hostage 
waiting for you. Take him back with 
you to the tent at the start. 



Phase 4 

Bazooka the witch 
on the right-hand 
side and then 
grenade the turret 
over the bush. Go up 
and kill the snipers 
you'll find to the left 
and right of you. At 
the top there is a tur- 
ret to bazooka and a 
hut to grenade, 
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Phase S 

Start by killing all the aliens, then head 
right and down, through the gap in 
the fence and then dpwn again to a 
hut. Grenade it. Mow, go left and up 
and back to the start, Head left and 
down and follow path out of the 
tenced area Get to the edge of the 
fence near the river and bomb the tur- 
ret on the other side. Go up, follow- 
ing the path until you see a hut- 
Grenade it Return to the start and kill 
all the aliens. Now, go up and right, 
following the path until you see some 
grenades, Pick them up. Kill all the 
aliens and grenade the castle above 
you. Return to the start. Go down and 
right, following the path around to 
the right until you see a hut. Grenade 



Phase 1 

When this phase starts., shoot the 
alien in front of you and then hide 
your men behind the building on your 
left. Split two men off your squad and 
take them left until you see a build- 
ing with ladders going up it. Quickly, 
ascend the ladders and shoot the 
sniper. Collect the bazookas and climb 
down the ladder. Then, bazooka the 
buildings on the left. Retrace your 
steps and bazooka the doors on the 
way. Now, go left and up and enter 
the first cut on your right (there's 
some more bazookas in therel) and 
bazooka the building. Keep going 
right as far as the screen will go and 
then head up and bazooka the build- 
ing on your left. Go left and you'll see 
another building. Bazooka that too! 
Keep going left and another building 
will appear. Bazooka it. Finish off any 
remaining aliens. 



tt. Go left and follow the path. When 
you get into the open, go up and 
grenade the turret. Go left as far as 
you can until you come to another tur- 
ret. Kiss it - only joking Ben, grenade 
it. Go back right and grenade the tur- 
ret below you. Now return to the 
Start. Move diagonally down and left, 
There should be a hostage near the 
hut, Take him back to the start and 
put him in the tent. 

Phase 6 

Quickly, shoot all the aliens then go 
right and bazooka any turrets you see. 
Go back, get a battering ram and drive 
off to the right to the end. Get every J 
one of your men onto the white pad. I 



MISSION 13 

Phase 2 

This one's a bit tricky, Cars will come at 
you from every direction. Try to lead 
Them into the bushes in the middle and 
bomb them. On your way, bomb any 
buildings you see. If you're quick you'll 
be OK. Take all your men. 
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MISSION 14 
Phase 1 

At The start quickly shoot all the men 
| in front of you and grenade the door. 
Get into The helicopter and fly to the 
top (eft-hand corner. Land on the 
sniper and geT out of the chopper. 
The enemy will come our of two 
doors.Grenade them. Get close to the 
ladder and grenade the door you can 
see on the building gn your right. Get 
back in your airship and fly tg the Top 
right-hand corner. Get out, go to the 
building on your left (the one with the 
windows) and bomb the door on it. 

MISSION 15 

Phase 1 

Shoot the grenades on your right so 
that they explode. Go up, then right. 
You'll see a door. Grenade it. Mow, go 
left and grenade the door you'll see 
there, Keep killing all the aliens, but 
not the civilians, 

Phase 2 

Grenade the door you see just below 
you. Take one man and give him half 
of the grenades and half of the 
bazookas. Now, go right and shoot 
the sniper. Keep right until you see 
the Dalek. Keep close to the wall — 



the Dalek will try to shoot you but will 
blow it self up in the process. Now go 
right as far as the screen will go, move ■ 
down until you come to a gap. 
Grenade the door. Now, go left and l 
then down a cut. Pick up the I 
bazookas. Go bade to the entrance. I 
Go left and you'll run past a Dalek, 
Grenade the door you pass, The Dalek 
Will follow you, but if you hide around 
— - — --g any corner it will fire 
H at you and the shell 
Will rebound from 
the wall and destroy 
it. Now go right and 
up the second rut 
There is a turret 
there which will fire 
and blow itself up, 
Go back down. The 
hostages are here 
somewhere and 
they will follow you 
to the transporter 
with a cross on * 






We like a crap pun at The One, but the rather silly names in this game really do take the 
proverbial jammy dodger. Laugh! I nearly blew a hole in my toad. 



m f mk up objects, tlickonobjeei 2) Houston Matrix Rovers 
with left mo^o key. To put a) Gel a patch cord. 
objects in SUfk's inventory, dick bj Talk to Larry Owen. 

tin oh|L't 1 with If ft mouse key tind then 

movethcMtemtothf bottom left hand 3) Abyss 



in your i i '"■■■' 



apmyr. Double click on 

A'ithN<j/it rtii>Lisi'bu<ti'fi,i 



I Metropolitan 



1) Tack eft's 



a) Get Implant PI. II I 

lii i\it the .1 MB <. hip hi youi deck 
iniir I., do this p» k up ' In | ■ ■■ 
mouM 1 huh. th 

lop of the screen ami i in 
type square, then click on the di 
unit. Put the 4MB chip over the 1MB 
chip and click with the right rntsuse but 
ton you will have then replar prl the 
chip Go back to the mam screen and 
drop the I MB t,hip 



al Park 

imua West 
iTtomilin. v 



i. in ordci to cjivl- htm 

the Implant ptanv He will yi> > : ■•■ | 
lockpick datable Smaria Squfbox ami 
d 1MB Chi^ Put fie ioulbo* injfa your 
decking unit. 

[i Talk to Mntflfcr Mjiv yn (he second 
Central Park screen. 





6) Cafe Voltaire 

d) Talk to Oscar N«indez Second 

it i w«T? 

b) Talk to Lenora Major. 

7) C-space 

Go to 'Medium' well 

8} Kafka Conspiracy 

Talk to Coover Tristan 

9) Electric Anarchy 

■ al Talk toPhiee Thauyht. 

, lilTaUttoNai Hlllstkk 

' c) Talk tPThuck 

d) Talk to Phi-KktlPK Oss. 

ej Talk to Auntie Mittei 
, r) [,»lk to tJdrrii k hi,-,- .ind get him 
' toiwi 

10) Autonomy Dogs 

.,;. Talk to Wild Child 

h'i Talk to Sjija(.s.JtLii St Aubens. 




11) Hard 

Talk to temp 



Metals 

ered Steele 



12} St. Patrick's 

,i) Talk to Mother Mary. 

Talk to Bcilhei Coffujlkitus. You will 
n#ed to I j Ik to them both twice to com- 
plete the conversation^. 



13] Hellfire Club 

a) Talk to George Yatchisin, 

b) Talk to Renfield- 

14) Hardarm Tacktick 

a) Buy Lockpick casing and diagnostic 
unit. I 

b) Assemble Electronic Lockpicks. 

15) TransTechnicals 

a} Security 

Kill Chief Daryl Paine. 

Get TTCloak from Paine. 

Search area and pick up all items 

b) Emily Esaki 
Search area. 
Get Pin, 

c) Bill Dougan 

Talk to Bill Dougan. 

d) Nanotech 
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Search area end 
Ack up all items, 

Use Electronic 
-ockpkks on the 

locked store- 
oom door. 

Search store- 
cm™ and pick up 
ill items. 

16) Lazlo 



e x a m s n e 
.rackdown lists to open) 



Chuck 

These guys me an business. 
ha f been lorn apart. 



This Flftce 



24) Cloisters 

a) Sabastan's room, talk to Sabastan 
who will bless the blad. 
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bj Talk 



d} Use 

Instpigiiwit on i 

you rip 11 



i) Search area, yourself j 

)) Pick up gas mask, 

21} 
17) Electric Anarchy Cloisters 

4 Talk to Phree Thought. a} Sabastan's y" 

.>) Give her a Dragon Soul Box and say room \ 

" Yes J when she asks, Get beach ^ 

J She will give you a Sonoma Vapor, b) Weapons room \ . 

Solve mirror puz- x 
8) Icon Pirates zle by filming yourself 

»> Put the gas mask on a character, with the Holocam then play 
3> Use Sonoma Vapor with character, the recording near the mirror 
Search area. Search area and get ail the S( 

J) Get Holocam and both cans of and stakes, 
taoiofllm. 



Humor vl 



<mj^ 



Helsin* 



infj ,ind ftavr her 



Club 

, Tafk 
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k |p l^kclt Cybftvision. 

to Kansas; Well. 



Jill! 



28) Van 

~7 Hclsing's d) f ilk to Sally who will give you the 

/ Apartment real incobi 
■i) Kill all Mkmpifes. 

~< b) Enter sacund 32) St. Patrick's 

room. a) Dismiss Chuck. 

Search area. b) Talk to Mother Mary and get her to 

d) Pick up Si anal Scrambler. join you 



9) Doom Pilots 

"alk to Ghost Walker, 

10) Madam Mescal 

> Buy Instpigment. 



22) Cafe Voltaire 

Place beads next to Cyril Thorpe. 

23) C-space 

a) Goto 'Medium' well. 

b) Talk to Cyr if Thorpe. 



29) Grant's Tom 

aj Kill everyone. 

b) Get green pend. ml 

c) Free Alexander lenneni 

30) Electric Anarchy 

a) Have Chuck join you. 

b) Disassemble green pendant. 

c) Put Emerald Looker Chip onto the 
decking unit. 



3) Transtech (1122) 

a) Kill everyont! -hicJ \hrmt the Incubator 

to kill V.m Nelsing. 

b) Talk to Dr. John hWkei 

4) C-space 

iter ■fcfi/abcirY Well 



n ar«DM Stark 
Hit Points Sj may 

llLi.i7iJ.rnTa 31M BlciOdlU'-"t u\ 

FHY5CAL 

Strength il3 

Endurance ll 

Utility b5 

5T«*Jth 

Pirh Pocket 



35) Game Ending 

a) liybl DnKula images six in total. 




d) Put Tackett's EssEnce into dut .king b) Fight and kill the real DratuLf. 

unit. c) find of game! Joy, joy 1 



CYBEh^HiLLL 

MAdring ie 

Decking Tritegrit.il Ht, 

Cyb&rcloaitmg '._ 



mA* 



IMHfll 



Firearms 
High Tech 
Gio TSCh 
Glflde- 
EXftOSiU^S 



PERSONALITY 

LftAdtTih* 3k 

innocence bi 

Faith. 1 

Course 51 

UJiii lit 

Briber;? 31 



MENTAL 

intelligence 
Fast -talk 
Observation 

Bargaining 
Juts Ri-J 
Medicinal 



Neural Irrrplant 

Mayday! Mayday! Mayday! you've lost 
half of the humanity you had remaining 
in Tackett's lab. Eat a move on. 
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Coypus. Shrews. Gerbils, voles, field r 
meadow, pine, pocket, and wood, 
mice. The black, brown, pack, musk, 
water and wharf rats. Hamsters, 
guinea-pigs and bandicoots. Use a 
little imagination next time, Psygnosis. 
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SHADOW 

LEVEL 1 

Turn the third lemming out of the trap- 
door Lnto a blocker before he reaches 
the steps, The first lemming wilt now 
drop right from the steps and pick up 
the h ricks. Once he has picked them up. 
let him take about two paces and then 
make him build diagonally up and 
right, Just before he reaches the plat- 
form where the exit is, release the 
blocker. All 20 lemmings will escape. 

LEVEL 2 

Turn the third lemmings out of both 
doors into blockers shortly after they 
land. This allows the first lemming from 
each door to pick up the bricks arid 
build up to the exits. Release the two 
blockers, and all 20 lemmings will 
escape. 



LEVEL 3 



LEVEL 4 £ * 

Let first Lemming walk , r 
right up and pick up the 
spade. Highlight him and when he 
reaches the first trapped lemming, dig 
left and set him free, Still highlighted 
let the digger walk to the right and dig 
diagonally down and right just under 
the crate above him, Now, all but one 
of the lemmings will exit, the remain- 
ing one will head towards the water 
and pick up the rubber rings, he will 
swim across and will remove the plat- 
forms blocking the other trapped lem- 
ming by walking on them, They will 
both swim back across and now 22 
lemmings have been saved. 



LEVEL 5 

First lemming out 
of left door will 
go right and pick 

up the wall climber 



LEVEL 6 

Make the second lemming become a blocker at the leftmost point of the plat- 
form, the third lemming should be made a blocker on the lower platform to 
the right. Turn the first lemming round so that it heads left and picks»up the 

ii i «._ jj i_ii ■.*,■! U_ ___.._L..h* al^-k Intf^mnrt rtil I i r Turn h ■ rtrt 



round so that he does not bash through completely and then drop the spade 
and pick up the ceilings walker. Use the suckers to cross the wafer and the 
drop them on the other side and pick up the bricks. Build across the water 

and release the blocker to save all 23 lemmings, 



head to the water and build across- P* 



LEVEL 7 



form, The first lemming should pick up above will not fall too far. Continue t 
the bricks to the left. He willthen walk the right, and build across the ga 
right and the platform will dissolve between you and the exit, Release tf 
completely from under him and he will blocker, and all 24 lemmings should g< 
fall into the pit with the mole. Build out. 

upwards twice before the mole reach- 

es you and it will make him dig through LEVEL 9 ^~ ^^^^^^~ ^^^ 
the rock and almost free the trapped Turn the two trapped lemmings into 
lemming blockers. Turn the first lemming ou: 

Drop the bricks and pick up the of the trapdoor into a blocker on tht 
spade, and dig through to free him Go edge of the step, The freed lemming 
as far left as possible, and dig down just should walk as far left as possible, and 
after the steel blocks end. Once he has keep turning him around so that he 



up the spade. Let the tirst lemming 
use the wall climber on the wall to the 
jht of the trap door, Now highlight 
...e digger, let the first lemming walk 
along and pick up the ceiling walker. 
Use this ability at the right-hand side 
of the platform. When he uses them 



on the right hand side of the platform other lemming drop P — , u 
he is stuck on, this will give him an build across the gap to 
escape route. Meanwhile, the second baddy. Release the blockers 
lemming from the door on the left will lemmings will escape, 
have dropped all the way to the bot- 
tom and have picked up the spade, Let LEVEL 8 



to the trapped lemming beneath 
drop down onto the dissolving pillar 
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acktothe left allowing the lemmings to drop the umbrella, so jump him across and back across the dissolving bndge,anc 

he will dig halfway down and go to the exit.Let him con- drop it, then pick up the bricks instead, drop down next to the other trappy 

flighted tmue left and bash through the column Stop at the edge of the gap and drop lemming Walk across te small d is 
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20 lemmings will escape. mings, now all 23 lemmings should and pick up the umbrella. Float down water. Turn around, t hen build acros' 

' escape through the gap and pick up the bricks, — 
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LEVEL 10 

Turn the first lemming from the right- 
hand door, and the second lemming 
from the left-hand door into blockers. 
turn the third lemming on the right 
into a blocker right next to the other 
one, and free the original blocker. Jump 
him across to the left, and pick up the 
bomb. Drop it just left of the centre of 
ihe platform, then turn around and pick 
up the ceiling walkers. 

The bomb will explode, Turn him 
again, and use the plungers to walk 
across the dissolving ceiling and release 
the objects. Drop the plunger from the 
nght edge of the platform, then turn 
wound and pick up the bricks. Drop the 
bricks on the right-hand side of the 
platform, then go back and pick up the 
■spade. Drop the spade next to the 
bricks, and pick them up instead. Build 
from the start of the gap up and left to 
the other edge of the gap Drop the 
bricks, and pick up the spade. 

Walk up the bridge you have just 
made, and at the top dig once to the 
nght to open a gap for the trapped 
lemming. Drop the Spade, and pick up 
the bricks again. Build across the gaps 
10 the right- Using the freed lemming, 
pick up the spade and climb up the 
bridge again. Dig down from the top of 
the bridge, and turn the lemming into 
a blocker. Using the first lemming build 
across the gaps to the left, and unblock 
the freed lemming, then dig vertically 
down about four times Release all the 
blockers, and all 27 lemmings will 
escape. Phew! 1* m* 
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LEVEL 11 * r **" 

The first two lemmings will pick up ceil- 
ing plungers. The lemming moving 
nght drops and picks up another ceil- 
«g plunger, drops down and turns into 
* blocker at the right-hand side of the 



platform. The lemming moving to the 
left drops off and picks up the wall 
plunger on the left platform. When he 
turns around, drop the plunger and fall 
to the lower platform, then jump across 
to pick up the spade and drop into the 
trough where all the lemmings are 
gathering, Release the blocker, and use 
the ceiling plunger, and he will fall onto 
the platform with the bricks on. Pick up 
the bricks, and then drop them off the 
right-hand edge of the long platform. 
Turn around, and pick up the umbrella, 
then turn again and drop the umbrel- 
la on the right-hand edge of the plat- 
form next tq the trough of lemmings. 
Turn around, and pick up the bricks, 
then drop them off the right-hand edge 
of the platform. Pick up the umbrella, 
drop of) the edge, and pick up the 
bricks when you land. Build from the 
ledge diagonally up and left, and using 
the digger free the lemmings from the 
trough All 27 lemmings should now 
escape. 

LEVEL 12 

Make two blockers to the left and 
right of the pillar. Release the leftmost 
blocker, and he will swim across the 
two pools. He will pick up the bricks. 
and build back across the pools. Turn 
him around, let him drop down, then 
drop the bricks and pick up the 
grenade. 

Use the grenade to blow a hole in 
the pit below him, let him drop all the 
way down to the left, drop grenades 
and pick up a HADOKEN. Walk over 
the mine cart and use the HADOKEN 
on the purple baddy. Release the 
rightmost blocker, and pick up bricks 
to build across the gap Once done, 
release the other two blockers, and all 
27 lemmings should escape. 



LEVEL 13 

Let the first lemming get out, drop 
down and pick up the bricks. Turn the 
third lemming into a blocker. Build up 
SO that he can pick up the wall suckers; 
then use the suckers to scale the steel 
blocks. Pick up more wall suckers, and 
do the same on the wooden blocks 
Drop the suckers, and pick up the 5parle 
to dig through until he runs out of dig 
gers. Pick up the bocks, build up to- 
the wood blocks, and then build steps 
on the left-hand side of the blocks Do 
the same with the steel blocks. Build 
from the right-hand edge of the high- 
est steel block, and build seven blocks 
in an up/right direction, and then eight 
blocks vertically upwards, then byild 
down/left to the exit Turn around, and 
go down to the group of lemmings, 
then refeasethe blocker and all 27 lem- 
mings can escape 



LEVEL 14 

Jump the first lemming across the gap 
to the right, and make the third lem 
ming a blocker so the others can't fall 
through the gap Make anothei block 
er behind him, so that you can free the 
first one later. Pick up theumhrella, and 
drop of the edge, then pick up the 
bricks where you land and 
turnaround Build across 
■J* the gap to the left so 
J"r \£" that you catch the lem- 
ming what has been walk 
ing on the dissolving platforms. Turn 
the freed lemming into a blocker and 
let the other lemminc build up to the 
exit platform. Free the fifs-t blocker turn 
him around arid pick up the spade, 
drop him do*n and turn him around, 
then bash through the wall to the right 
and release all the blockers to let all 28 
lemmings escape. 
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LEVEL 15 

First lemming Out, turn into a blocker. Let one of the trapped lemmings pick 
up the spade, and dig through the platform just before the steps Dig down at 
the right-hand side of the platform, and dig diagonally up/right thruugh to 
the other trapped lemming. Turn around and dig down At the bottom of the 
steps drop the spade anti pick up the wall plunger. Use the plungers dn the 
left-hand wall, then drop down, pick up the spade.m and let the floor dissolve. 
From the top step, dig up/right to the exit, and then release the blockers to 
complete the level with 30 lemmings. > 

• More adventures with the Shadows next month! f 
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It's Golden Oldie time again, when we drool over the games that 
, *" have stood the test of time (ie. they have all, at one time or 
another, been released), and ask them if they could fill up a few 
pages, because there aren't enough new games with half their vim 
and spunk. This month the dregs of F, all G, H r and the hem of I. 



FLYING SHARK 

Gain a high score and enter the fol- 
lowing initials for various effects: 
RHL — for acid men 
JCL r — full firepower 
KDJ' — for infinite lives 
RAB' — for immunity 
HSC to turn the screen black (?)- 

".e initial 
you must hold down J 5' on the numer- 
ic keypad- On the High Score table 
enter J HSC for unlimited lives,, or try 
'KDJ J for invulnerability (never die}.. 

FOOTMAN 

In the first maze of "New Taste", you 
can hide from the ghosts and collect 
points from the fruit that emerges peri- 
odica 1 1 y. if you goto the upper left cor- 
ner entrance to the tunnel. 

FORGOTTEN WORLDS 



key to quit the race Accelerate the 
time, and you should if you were dose 
enough to the leading pack win the 
race.3) Slip into the pits after your first 
lap and then simultaneously hold down 
the keys that make up the word"PALIR" 
and press the fire button.Not only will 
you be unable to crash but the game 
will not react as though you have 
pressed f4. 

FULL CONTACT 

In single player mode type; QAZWXED- 
CRFVTGSYHNUJM (you must not press 
the S key when you type in this 
sequence of diagonal keys on keyboard. 



**• 



m 






•?- 9* 



TO J □' 



LEVEL 3 

1320 14461 

1/flLkYRIE 
SCQfc£ HEflLTI' 
O 

SELECT HERO 
UIZfiED 
SCORE HEflLTM 



SELECT HER 



T-.UJ IUI l iilc ilvcj ji.v,*..-..— -. , 3 _,,^--- J ,_- ^* IIUTI ET II 

rtSC ■ to [urn™™ black t?). FUSION NOTE You need 2 keys and 2 locked treasure chests- As you open .the first chest hold 



On typing the last letter of the initial Don't know wnicn ot me two cneais uuwn me nop « yj ^.,™ w« » — - -, — -■ -— --■ - 

V nu must hold down 5' on the numer- work ing down Insert. An Ankh will appear and you must collect it You II hear a 

k keypad On reH^stretTble Enter your name as SWAMP THING gong. You should new have .0,000 health points and 32,000 reflect.ve su per- 

enter 'HSC for unlimited lives, or try (with space) on the high score table, in- shots, The shots will vanish once you leave the level and .f you pickup an 

W for invulnerability (never die? game press.ng T cycles through the amulet, the counter w,l. be reset to MM (7? What Insert Key Wo ™d 

extra weapons' '&' activates large bul- tricky levels, pause the game and wait for three minutes.Press fire and all the 

FOOTMAN lets 'S ' provi des s h i eld s; and ' E ' bri ng s wal I s tu rn to ex its This hap pens anyway, but if you pa u se the g a me, you d on t 

In the first maze of "New Tasted you up the cheat mode where levels may be lose energy, and won't get attacked while waiting three minutes.To get into 

can hide from the ghosts and collect selected at will by pressing the '+' and the secret room, dear the dungeon completely, picking up the super shots 

points from the fruit that emerges peri- '-' keys on the numeric keypad Move last, then go to the exit without pressing fire. 

odically. if you goto the upper left cor- the joystick diagonal up/left, press fire, j-cmimi uiiiiur 

ner entrance to the tunnel. thenpressE. weapons), and pressing C cycles GEMINI WING 

You now enter the game editor, through the levels. When you areabout to be k.lled forth, 

FORGOTTEN WORLDS Pressing Esc returns you to the level NOTE: when entering a level it's always 4th time, press the left mouse buttor 

. . ' ... , ; <■ -j„__u„„ u«rt .« rt^tinn iha chin iii thii tnn Ipft to brina ud the second plaver, and keep 



appears, hold down the level selection mode returns you to the of the screen again, to avoid appearing pressing the fire button unt-l you ri 
SHIFT key and type "ARC". Release the game). While in the game editor, press at an illegal position, or even off-screen, killed- You w rfl appear at the baton 
key and p^ss HELP to start the these keys: On the second level repeat the above of the screen.Or, try typing the folio* 



1 luse prut-cii, yenmy lmc uwyyy um-n «■ m*. --a i — r- 

to the shop and N takes you to the next 1J.3A5 and 6 from keypad) top left hand corner, and retype ^^^^JP^^l^ 

|eve| x _ modlfy the rib < use _ an d + on ST0NKER again. It now enables the ship tern: Level 1 - MRWIMPEY 3 - CLA5 



FORMULA ONE GRAND 
PRIX 

When taking part in a non-champi- 
onship race, drive around until you are 
on the last lap. When you next come to 
the pits, drive in and pull up to your pit 
crew. Wait there until the"Race Over" 
message appears, and no matter what 
position you were in r you will have won 
the race. On the last lap go into the pits, 
apply your brakes and press the escape 



press S, then use + and — again to set 
the exit level. Use cursor to set position) 
W — weapons distribution, works like 
the exits distribution mode. 

Start the game as norma!, collect the 
ship and fly to the extreme top left of 
the playing area. Disembark from the 
ship and drive the buggy into the cor- 
ner, Type in STGNKER and re-enter the 
ship. Now pressing D cycles through the 
available weapons (including shield plus 



Level codes: 
B EARTHIAN 
C KENICHI 
D INOKUMA 
E BURAI 
F B ADM AN 
G NETWORK 
H YOKOHAMA 
I EXACT 
J X6800G 



GEM X 

K TURRICAN 
L REDMOON 
M CAMPAIGN 
N MAG AM ANN 
O SYVELION 
P FMTOWNS 
Q CHIERIE 
R GAMERION 
S ZAWAS 



If the level is too hard, press 

RETURN to get to the next one, 
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while hovering over switches allows fi ■ 
them to be collected while in the air. 



FUZZBALL 

On a really hard level, wait for ages 
until your time runs out, A swarm of 
bees will now fly at you. Shoot as many 
of them as you can. It does not matter 
whether you die. After losing a life, the 
bees disappear, as have the baddies 
You are then free to complete the level 
with no foes, GALAXY FORCE 2 

On the title screen, or during play 
type DONKEY', < F3 > takes you to the 
end of the level, 



< ; ^10: 



GATES OF JAMB ALA 

On the title screen type "YICKE YACKE 

HIHNERKACKE" (with spaces), hold 
down the left shift button, hold down 
"1", release "1", release left shift. The 
title should turn to blue. Go to the 
game. Keys 1 to 1 take you to the lev- 
els, F1 to F5 select weapons and "G" 
gives you gold. Check out the other 
function buttons as well. 



GENGHIS KHAN 

If you get a land that isn't connected 
with an enemy, move everything to 
your home country. The land will be 
safe, but if another leader captures a 
nearby land, make sure you put some- 
thing back in or he will attack on his 
next turn. Do not move all your forces 
into your command unit, or an the 
enemy commander will wait till he is 
down to his last few men and chal- 
lenge you to a one on one fight. If you 
lose he will get half your command 



. 




GHOSTS N' GOBLINS 

Enter ')!(' into the high score table and 
select the option 'F.ND J from the table. 
Start a new game and you'll find that 
when you've lost you're armour you're 
invincible, and just for good measure 
you have infinite lives, too, 



GHOSTBUSTERS 2 

When the Activision logo appears 
hold down the keys 'ALT', 'CON- 
TRQL7S" and 'LT, in-game this should 
give you infinite energy for levels 1 a 
2 but not for 3. Press fire to begin 
game.This also stops the cable from 
breaking on Level 1 .Turn your AMIGA 
on, wait for the hand to appear, insert 
disk TWO, the hand will disappear, 
and then come back, now insert disk 
one. During gameplay, press 
<ENTER> on the numeric keypad to 
advance a level. 



OOBLIIINS 

Level Codes: 2) VQVQFDE 3) ICIGCAA 
4) ECPQPCC 5) FTWKFEM 6) HQWFT- 
FW 7* DWNDGBW 8) JCJCJHM 9) 
ICVGCGT 10HQPCUJV 11)HNWVGKB 
12JFTQKVLE 13)DCPLQMH14)EWDG- 
PNl 15HCNGTOV 16)TCVQRPM 17) 
IQDNKQO 18)KKKPURE 19)NG0GK- 
SP20) NNGWTTO 21) LGWFGUS 22) 
TQNGFVC 



GODFATHER 

Pause the game using the HELP key 
and type in the words PIZZA HUT to 
activate trie infinite energy cheat 
mode. 



GHOULS 'N F GHOSTS 

After starting the game, quickly type 
'KAREN BROADHURST'forinvulnera- 
bility. The message cheat mode on' 
should appear if you have done it cor- 
•ectly. Holes and time running out wilf 
still kill you. When the credits appear, 
lype DELBOY. 'Cheat mode activated' 
w\\\ appear, and you are invincible, 
providing he doesn't fait down a pit. I 

Gl GANOID 

Press the CAPS LOCK key on the player 
select screen and a message 

appears, Start the game, and lo and 
behold, MORE LIVES, 

GLOBULOUS 

Type ZvmolEG as a password for the 
cheat mode. NOTE; Use upper and lower 
case as shown IThe most important 
thing to remember is that ALL the puz- 
zles can be solved without losing a life, 
so if you lose a life and think its the only 
way to solve the screen, look closely. 



after level 10, but once you eventually 
beat them you'll kick yourself for not 
seeing the solution earfier.Look before 
io\t leap. Think about how the screen 
will look from a flipped perspective. A 
tot of jumps you make will be unnec- 
essary and waste time and switches if 
jiou don't. Make sure you have enough 
switches, at least 10 per screen. It is 
possible to get stuck on a downward 
slope with no way to get back up or kill 
yourself, and the only way out is to 
press ESC and start the whole game 
over. Here are a few codes you might 
*e to try; Level 06 - IVEsBAZ? Level 
11 -dynlelcJ 




two with 28. extra men and about S mil- 
lion points! 

GOLDRUNNER 

Type 'EASVMODE' on the high -score 
table, From now on, F9 skips levels and 
makes you invulnerable. F8 turns off 
the cheat mode Start a one player game 
and crash into the first building. Now 
hold down the F5' key until the status 
screen appears, You should now be able 
to fly unscathed through 

everything Press J F2\ F5 J , F4', FJ' one 
at a time in that order. You then have 
infinite speed, lives, and energy. Hold 
down FS for a few seconds for an inde- 
structible ship, press I to move onto the 
bonus screen and press U to leave it 
again. By continually pressing I and U 
it is possible to skip all the levels. 

GRAVITY FORCE 

Type WAftP# ( where # is the level you 
want to start on } when asked for a 
password The following are several 
actual passwords to enter game nor- 
Level codes: 25 - VISION 

Bj AGNUS 30 - ORBIT 

10 -PARS EC \ 35 -PALACE 

15 -CRYSTAL j 40 -ALIEN 
20 - REACTOR I 45 - FALCON 
mally: 



GODS NOTE 

Type in SORCERY' on the password sec 
tion to get infinite energy. If this does 

not work try ft on the main screen or 
whilst playing HI NTS learn the levels 
before going for the bonujses.lt' s not 
always a good idea to collect valuable 
items as it tends to make the monsters 
much more aggressive. Sometimes it 
pays to lose a life before entering a new 
level to fool the computer into thinking 
you re not that good a player, this 
means the next stage will be easier. On 
level two, buy a shield and a magic 
potion, then get three fireballs and 

•Ju— _ _*. e- i _ll _j _ r ■ 



money on food and health. Collect all 
the gems in the usual manner. Then get 

a key and make for the exit. When you 
descend the last ladder, two thieves will 
appear, make sure that you don't quite 
have enough energy to survive a direct 
contact! Before going down the ladder, 
release your potion, then climb down 
and open the door, Stand in front of 
the door ready to leave, but don't push 
up yet I Wait until the thieves jump 
down at you and as soon as they touch 
you push the joystick up.You may lose 
that life, but then something rather 
strange will happen. The bonus will 
start to whizz up for quit some time, 
until the game stars again on world 



| GREAT Gl AN A SISTERS 

While playing, hold down the keys 
A r R,M,l and N to skip to the next 
level. On level 3 stand at the end of the 
row of blocks and jump up to hit an 
invisible block that takes you to level 6, 

GREMLINS 2 

The game is impossible but if you can 
get at least 3 DOG points to get on the 
hi-score table, you can activate the 
cheat.Type SINATRA on the high store 
table for infinite lives. 

HACKER 2 

Type the word cover when it asks for 
your name and it will show the win 
page. Also try these: 
COVER H2SC: jumps to the win page 
TITLE H2SC: displays the title page 
DEMO H2SC: speeds up game & jumps 
through check procedures for cheating. 

HADES NEBULA 



HAGAR THE HORRIBLE 

Level Codes: : 4: UQFXPY 
1FEAFGN = 5: FSXRIC 

2: JV5AMK 6: DZAETG 

3: ASGAP0 8: WFYILO 

HAMAAERFIST 

Play the game enough to get on the 
high score table.Enter your name as 
TAEHC OT TNAW I [with spaces) then 

start a new game, Skip levels by press- 
ing F 7. Another source says to type 

TAEHC OT TNAW' 

HARDBALL 

Various hints: 

• All stars are better than champs 

• Only steal if you actually hit the ball 
•Try to get a tot of runs early, as the 
computer team improves towards the 
end 

• Bunting rarely works 

• Halfway through the match, swap 
Laws for Wells and Wralten for Harris 

• The best pitchers are Oliver, Perez, 
Leary, Cook. The others will only be suc- 
cessful for a short while 

• Never pitch fast balls to the center as 
they will usually result in home runs 

• Change pitchers after a few innings, 
because as they get tired, their accura- 
cy and speed get worse. 

HARD DRIVIN' & HARD 
DRIVIN' II 

Get to full speed [preferably but not 
necessary) and press 'N' for 
neutral- Now you can cruise along at full 
speed with easy steering and invulner- 
ability. As long as you stay in neutral 
you will have unlimited time as 
well-Another trick is to repeatedly hit 
the 4 key (4th gear) until the program 
has an error, Continue with the right 
mouse button. Repeat until you get a 
high score. At the start, turn the car 
around 180 degrees. The display should 
now show the WRONG DIRECTION mes- 
sage, Head off under the bridge until 
you get to a split in the road. Take the 
right hand branch and keep going until 
you reach a checkpoint. Go through 
and turn the car through 180 degrees 
until you're heading the other way. Go 
back through the checkpoint in the 
right direction and you should hear a 
ping. Keep going to the finish and once 



high -score list You should now have to zero, You'll now get a message say- 
infinite lives. ing that you've qualified for the race! I 
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HAWKEYE 

- Pause the game and press 
the DELETE key then 
when you die you will be 
warped to the next level 
at the end of the game. 
Press 2 to go back and 
forth between , the 
stages.Also during the 
game, pause and press 
Help' key, then un pause 
and you should have 
I infinite lives. i 
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HARE RAISING HAVOC 

If you press Left AIT, CTRL, SHIM .and 
FS key? simultaneously you tan 
advance to the- next level, 



HARLEQUIN 

The four heart \<"-< K -iff- located in the; 
rooftops hell, cutesy (and and sheet 
muzak 

WELTER SKELTER 

lor tons of lives, follow these instrue- 
nons Set up 'i two playei game Player 
1 must get an extra life. Now both 
players should lose all their lives Player 
J will return with 99 lives, and when he 
loses one life, Player 1 will have 99 lives 
too H pre are the passwords for those 
elusive later levels. 
Level code 5; 41 GOAL 

II SPIN 51 LEFT 

21 FLIP ! 6) TWIN 

it BALL 71 PLAY 

HEROES OF THE LANCE 

Some general lips: 

I Arrange your party SO that the first 
l-nt' consists of two strong 
warnors.Raistlin and Goldmoon This 
allows you to use Raistlin's magic and 
the healing staff of Goldmoon without 
too much hassle. 

I Save Tan is and Riverwindfor the 
later levels, where the bows come in 
handy 

I When lighting GullyDwarves, use 
:., iletmff who is the same height as 
them His sling stones will never miss. 

I Avoid fighting H.itch lings, they're 
not worttl it Just turn and run when 
you meet one: when you reach an inter- 
sex bion move into a now path and-wait 
little. When you return, the Hatchling 
will have gone 

I Killing Bozaki: two methods. 1) 
get Raistlin to use a web, sleep or 
i harm spell to stun it, then send a war- 
rior to clobber it to' death, or 2} select 
Flint, who is a dwarf; 9 out of 10 times, 
1 he Bozafc's shot'-, will go over his head; 
get dose to enter melee combat, and 
use low thrusts to kill it. 

I Spectral Minions, they're easy to 
kill, so use a warrior. 

I Wraiths a well-timed throw of an 
ajtr kills them every time. If you mtss, 
use a sword and chest thrust move- 
ments. Don't let it get too close to you 1 
I Spiders: use low thrusts to keep 
them at bay If they get though your 
quard, retreat until you can turn and 
fight again. 

The bluf and green potions restore 
■ health, red slows down monsters, 

\ and yellow gives your characters 
extra confidence. 



HILL5FAR 

When picking locks with your tools 
press the F key and all will be revealed 

HOI 

On the level access screen, place the LVL 
mouse pointer in the far bottom right 
of the green quarter screen The bot- 
tom L must be positioned in the corner 
with pixel perfect precision (two pixels 
on the pointer will be hanging over the 
edge to the right), Click the left mouse 
button, then shift the LVL mouse point' 
er to the very top left of the screen (as 
far as you can physically move the 
mouse to the top reft) and click the left 
mouse button again. You should now 
have access to the first four levels. 

HOOK 

Co to the Bait and Tackle shop and pick 
dp the mug next to the candle Then 
keep doing 'pick up' in the space where 
the mug was and you'll get all the items 
needed to complete the game 

HORROR ZOMBIES FROM 
CRYPT 

To help ease up on the terror hold 
down the M' and '.' keys for infinite 
lives. To skip levels type CHEATMODE 
during play and F10 will then take you 
to the next level. 
Type in BOGEYMAN for infinite lives 



HUMANS 

Level Codes: 

1 : DARWIN 

2: AN DIE PANDY 

3; GET A LIFE 

4: CARLOS 

5 HOWIE 

6: MOOBLE 

7:CSL 

8: THE HUMBLE ONE 

9: PIXIE 

10: MILESTONE 

1 1 ..WAR WAR WAR 

12: JMCKINNQN 

13.UNLUCK 

14: BLUE MONKEY 

15, RED DWARF 

16: BAD TASTE 

1 7: THE KITCHEN 

16: CI 

19: SORT IT OUT 

20: SMART 

21: VILLA380R02 

22: EARLY MORNING 

23 BOR04LEED51 

24: EASY LIFE 

25: JIMS TIES 

26: PARKVIEW 



27: NICENEASY 
2&: GREEN CARD 

29: COOKIE 

30: MALCY MALC 

31: RAVING BURK 

32: YOU GOT IT 

33: 5GNIMMEL 

34: MINISTRY 

35: MAO FREDDY 

36: BIZARRE 

37: FREE SCOTLAND 

38: APPLE JUICE 

39: PAYDAY 

40: BANANNA MOON 

41: BONUS 

42: BOUNCING 

43: NO MONEY 

44: A S F 

45: VISION 

46: SISTERS 

47: FAST FASHION 

48: CARGO 

49: RAE-C MESBITT 

5Q: RANGERS 

51: RAINBOW 

52: DOODY 

53: MIGHTY BAZ 



54: TIRED 

55: CONSOLIDATED 

56: STAY HAPPY 

57: AMERICA 

58: ANOTHER DAY 

59: ISOLATION 

60- PROMISED LAND 

61:DAEMONSLATE 

52: BIG RAB 

63: MIAMI VICE 

&4: MARGARET M 

65: A34732473 

66: HELP ME 

67; THE EXILES 

GS: EIGHTLANDS 

59: WINE AND DINE 

70: NtN 

71 TECHNOPHOBE 

72: GETTING THERE 

73: TIME IS 

74: RUNNING OUT 

75: LORDS OF CHAOS 

76: NOW ITS DONE 

77: IM OUT OF HERE 

78: HERESTO A 

79: BETTER LIFE 

80: BYE BYE BYE 
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IMPACT 

Here are a few level codes: 



11 - GOLD 
51 - HEAD 
21 FISH 

61 -JUMP 



31 -WALL 
71 - ROAD 
41 - PLUS 
B1 - USER 



Level codes. 

7 WOLF MAN 
3. HAMMER 



4: LUGOSI 

5 NOSFERATU 

&■ GARLIC 



HUDSON HAWK 

Type SCIENCEFICTION (no spaces) on 
title screen for infinite 
everything. Press DEL key to skip lev- 
els. Type SANlTYCLAUSlSCOMINGTO- 
TOWN (no spaces} for infinite lives, 



IMPOS5AMOLE 

Enter these codes on the high scor 
table, one at a lime: COMMANDO 
No time-limit for weapons HEINZ 
For three full power bars ANNFRANL 
■ Restore energy LUMBERJACK - 
Double length energy bar OUCH OUCH 
- Walk on water without dying JUG- 
GLERS -Try it yourself 



HYBRI5 FREERIDE and press Return. When the INDIANA JONES & THE 

Load the game as usual and don't do highscore table is displayed next, it LAST CRUSADE 

anything until the high score screen should say 1988 FEB where you entered (Arcade version) 

* ~ _.,. ■ . 1 . . 1 i ■ li a l_.l i u . 



press the fire button, After a few 
moments press F10. If your ship flick- 
ers you are now invulnerable, and have 
infinite expansions and smart bombs 
First press F7 then;F1-F6 - Other Six 
Levels of 'expansion' (you can still cap- 
ture rhecapsules)F8 = Advance a level 
(There are three)F10 = Turn cheat 
mode on/off- You cannot get a high 
■score with the cheat mode on. At the 
title screen type SPACE or ESC key (I for 
got exactly which one)Now you'll gel a 
screen in which you can edit a lot of 
gam? parameters 

HYDRA 

Type in 'KJLLKILLKILL' during play to 
enter the cheat mode. Now pressing 'F' 
will top up you fuel- The RETURN key 
will cycle through the weapons. 

WAR I WARRIORS 

Play game, get high score, type 



active. Play the game and you should 
have infinite lives... 

IMMORTAL 

Just a few codes to help you along the 

way: 

Level2-7S7fc100O6f70 
Level 3-6e1ec210Q0elO 
Levei 4 - 465fa3l001ebO 
Level 5 - d4bfd41OQ0ebG 
Level 6-bcfef5101Qa41 
Level 7 -6b1Qf6l01Qac1 
Level BeS9Qd71 01 78d 

Another source gave the following 

codes: 

cddffl 0006*70 (level two) 

oad da 2 1 000e 1 (level t h ree} 
bfdfe31001ebo {level four) 
09de443000ebo (level five) 
3b7fd530l0e4l (level six) 
6bl0fb1010a41 (level seven) 
e590q"771018c1 (level eight) 



Nazis, simply type: JEHOVA when th 
title screen appears. The screen wil 
flash momentarily, indicating thatthi 
cheat is activated Now simply press 
L: skip levels 

2: advance to key points within stagi 
Type SILLY NAM on hi -score table fo 
continuous credits, 

INFESTATION 

For those who can't get into the under 
ground complex to play the game: Firs 
find a small, upright, rectangular bo 
with two flashing squares on it;(coord 
90,30). Face the flashing squares, hit F, 
to bring up the computer, and enter th 
words KAL SOLAR to activate it- Hit Fi 
again to exit, On the way you shouli 
have passed a shower-like structur- 
(coords 50,50). That is the transporter 
Go back and enter being very careful If 
face in the direction of the flashin* 
arrows. It will take you to the complex 
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17 99 .— 

12.99 — — 

13.55 19.9*1 

~I»M1«.» 

17.99 17.99 

— 12.99 



AWBA12DOCD32 



A5»*iiwcoai 



AA.'l0AlJ|VlCDJ2 



19 Bit 
.299 
1093 
it as 



■19 99 



wi Bised 3D 

A»en Bread Special Ednrjn 
Awe Clyirfics 

AJ "arr am Rhi pi 

Alp Alio' 

AWnd BaasT 

Amazon Ouoar 

anEMhtur '.7 

AMOS 3D .. Sa.OO 

AMOS PicAasswnal Compiler M 39 

AMQS*'T*ti=s«r,al . .2999 

Another Wr;f kj -.12JW 

ApMya - EM 

Aiwcels-fjfjfj „ 17 99 

Arahafl Krichts 

A'cac* Bcwlng 10. 

A'canc- Hoc* ' 8.98 

A/kannd II 8.90 

Arclwr M«i9sii5 PfX» 10.99 

ArmcM Oedocn _ _ is so 

Armcc Ceckior. 2 . ... ..17.0? 

ttasi Special Edticn 990 

Award Wmner 5 a ., 19 90 

H iTFIyngFDflTwt ,«29fi 

Badands 699 

BANSHEE _19J»9 

EiRrraiian 1699 

Banvslho Word. 
Base Juirperc . 
Balllar.ne?.*. 
SSMl? la* '33 . 
SaHt'iawks 1947 
8arrman Hpxirrrs 

Bfliatfl L'Clley 



I9.W 19.98 

4099 10 35 



1 9.99 

99B1B99 



li 
. 17.99 1 

1fi 99 
. fl.99 
. 19.99 
.19.99 



B99 9341293 



■ -1939 

1799 

...17.99 nm iH.ss 

.... — ■ in so 

...17,99 

...12.99 - — 

...16.39 

... G99 

8E*L» JOLLY EQM«L*TIOH.. .22.99 

SFNEATH A STBEL SKY WW It.W 

Elrjr^lauluf i791> 17©# 

BiilSea 19 99 — - — ■ 

BrOftrrfPnoy 1299 

BlK* Crypi 1D99 ~ 

BftEBi 17.9S 

BiWdnrt 19 99 26 95 

Bill fenns . 19.99 

SrtzfcrHig fl.99 

BlrlHghv S9.39 

ilufl A-.rjf:|f, a.3& — - ••— 

&t*esd08j - _ _... id.99 — — 

Boc»y Eiono GbjacIic 11399 

Body BiDwi'SupirlnDcyOviirdnbrH 1999 

Bravo Rdtido Li*4a , 899 . 

Unc-nr.-. J aL' -33 

Bnsr. "The LlOfl 19 99 !7 99 IT ytj 

BJtjial FootHi _ - .... 13 B919.99 



feK«liKii Oflrnes CumpnlHlian... 2JS9 

F"'l9 1»!9 19M1999 

EiiSimrHilEf 17 99 

Eilrarlors 13,99 

£v» Oi r>is Be"wM*r i a. 2 li.ss 

FORMLH.A ONE GRAND Pftit.. 1S.9S . 

F I VWOilc Champmrahp Edrlon 19 99 

F I s Slnfcn b xjk, :■ ...12.99 — 

FlECnmnalPilfji 8.39 ."«. 

P1 J Challenge ip.« — 

F19 SOMhh Fightef MOB 

F1 1 7 A Staalll-rWilBf 12:913 

F» 1099 

F-jnUsy Manerjei 19.99 

FiekisOf OlCfv If ,99 M 99 22 99 

FIFA SOCCER ,-1#.»l 

Final Fghl 99 

Final Ovar 

Fim Form 

Firsl Sj.fii.iHi 

FIjlsnhfKl, 12,99 

FVmx rm Kirudor a nr t 

FfgM Sim Z Jaaan SnnaYy I UN 

F»oK Sm £ Hawaiian Scsner,- IUH 
FiinhtSmJiVEur.opsaBTQ^ UM 

Rink 

Fc-altNUI Glory 

FOOTBALL GLORV INDOORS 17.99 17.9) 

Front UtM JE992?9B 

FOOTBALL MANAGER ig.n 

Fiifijr* Wars. 10.99 — ■ 

Gadacnr: Wa,-r» Flais. 3 » «"^ 

rjhOjfc 4 GhD3& (199 

QlabafEtlKl... 

GkibcUto 

IjUWina J 

O Ouucti-SeOTTd Unnings 

G GacrrrTasI Milch Spor.i 
G Gacch-Wbrid Ci»st •::, , t.* 
G Gciocl- - 94/gE. Ua» tUgk 
3 Gcmch ■ bkulk) Icr lh« Afjifja 

■3 li'^cfs Sccfur Challs»ge A.99 

Gfand n. j Crcuii s 99 

Cuaidan 199919.99 

aUlhttLSSMscfJfHECOflDS. — IC.99 

Gi.-.:rr.a: Id. 99 >-"" ——- 

GLraUp id. 99 ■««. — — 

I3UWSHIP 30M 2I.Hlf.B9 

tlun&twp 2000 1299 



MHnhjnlf "San Francacij' 
Irlanmc Mansonr. 

HAN UTD - THE DOUBLE 

Man urn Ft«n> uagua Chapws 

Uhvwa Marxtaji Uv _ 

Wfi»i Aw 

MaKfl Dat Maragor 

Majiplan 4|£ptAad!;hrrMi Q^aifli 

Mean '£. 

Ucoara.:.a 
MasEorgsrs Of OOCfll, 

McfKOsm 

UICFIOPRCSEGOLF 

Mtra Machnas 

Mdnighl ftasetUnm 
HriAinlPV 
BA(*iiinis* 2 
M02fiFuHniTF: 



12B9 

irjBff 

1*» 19*9 

19 33 I9S9 

13 H9 I9!in 

19 99 1999 1 9 99 

9,99 

2299 ■ — 



- — 22.99 

19.99 



SucCBf Tallin Manager 10.99 

Software Manarjvr .17 99 

Soup Trafc 19 99 

Sntiyi Kn,o«r 699 

SjDBC* Ausrlfjmy 19 99 

Space Cnjtada &99 

itiacf Oussl 1 tv 2 or i a A 1 2 99 

&PEEMALL2 9.99 

Spans Ltgacy 19.99 



13.99 

1999 

1'99 



12.99 — 

17 99 — 

fl.BB — 

T0.94 — 

IZ.99 ... 
IP99 



lftH1S.H 



19 39 
1993 



10.99 
9.99 



1 7 99 1 7 E 



.. 10.99 
.22 99 
II 9B 

t*9fl 
1999 
9.99 
9.99 



12.99 
•19.99 



1799 



tm 



13.99 
4.99 ■ 
U.99 I999 19 99 

10.99 

17.BS 19.99 

8.99 — 

14.99 17.99 

17.99 17.M 



?C-99 



1S.99 



9 93 I 

1399 1399 
699 

..22.99 - 
, U99 
.19.99 



BdUcn n SUx 4 Pr ifnar 
BjhUn Uantia 
Buhl*? A 9qiM<A 

awtoKof. 

fr/Tln N Burn .._ 

Buh/s Eponng Car* 
Sunmg Hi.hrrti 
eURNTIME 

C^HLTiiia GflTUK £1 _ . 7 09 

CaTicaicna 2S99 

Cabal 699 

Cadawir.'PHy Off 12.99 

Camiiainr ? 2L"?3 

(.Aft:?/* 2 - LiHrraiiOn 20 99 

Cfliwoii Fcddor 2 1999 

Curildfl Fcddar JO 99 

"ardai>: ... ... fl.99 

Carnnr Coniirjwl 499 

Cartoon CfHlorrllon ,:r>i2y| 16.99 

CaMla MftSA&r 4.99 

Cii i u P*<uw 12.99 

Oiamr>ft , i=oFSi3ori 13.99 

C'lairp Manager End [Jl Stuun 1 1 B9 
Champ Manager llarin 95 . 16.99 
Champ Mantigaf Conpenaiai^ T7.99 

CNWS Enf>ne _ 

Chailie J Cool _.... 

Cha»HQ...._ _ 

Ihucfc Plock I A 2 

uMIha:oi 

L:iass.r. Board Oam** 

CLASSIC COLL - DELPHI* .. 
CLASSIC COLL - LUCAS ART91B.99 

CLUEfaOTBALL ,19.9*19.99 

Cahnn ? .. 19.99 

CoDnals B4>jeei 10,99 

CofflbM CtAaaiizi 2 19,99 

Combat. Classes 3 229B 

CcninkilO'Chau 2299 

Ccwic SpacahAAd 1799 

Crotl ft* AMLJ5 17 99 

CraBOrjgmmes 1T.9S -—• 

CmH* F(J( A COrpfl* 12-.99 --- 

Cryaiai Diaorm 3J.9S — 

Cura* Ol Enoiartai 1199 

CyOaram 3 , 10.98 

CirtMrapaco ..22.90 

Cybanvar.. 

CybaiYrarUj; .. 12.99 

CiDay-HegfinrtgorThBEod ..2S.99 

Dtenrillflri _ _ 1299 

D#i TiiLTnpscns Qlynpc Cnnll 699 

OARKS6ED SflJ.M 

OAWN patrol „..„._, 
w*iiWas> _.. 

D*la*e PniTl V _ _ 

DcnnH A ^nashar 

DalroM 22-.9B2?93 

Ooo*e«ianwe 17.99 — 

DSSpCcfc 17 99 19.B9 

DosertSlnhr ,12,90 

Celsclitfe Ao*nc^ 12,90 

Oipoiaolfi Harn i?,9S 

Ckir^tnaEigfi - — ISM 

DtPtrtl 1799 

OBQCf. Ninioi BOB 

Oauo-is*lns 199B19992J99 

DUEAUhVES _ _ 2.7*9 22 99 

DUNE ■ OR 2 1J-.M 

CKirigeun Maslfl* * Lhans. 1999 



B9 9B 
I99B 
698 

IS 
9 90 

e.»a 

12.99 



22.93 72 99 S3 99 
8B9 

flB9 - - 

22 99 22.99 

a.» — — 

23 99 

6 99 



-Si .99 



I7JH 



15.99 
2199 22.99 

1&99 1999 

5J99 

.19 



Hs.nia Baifem Animalnn 

hd'iniliaJ 

ili'abal 

Hvd dnvm II 
Hard P#va 

HndOver Hools 

Heart P< Chna 

Heimoal 

Hnimr^l ? 

Hero Que« _ _.. 

Hg'iSlwl , .. 

NIGH SEAS TRADER..., , 

miSinwiEBiss - 

Hi9lCfyLine1STA-ii 

UK* - 

Ho>lB5 Book of Oamos 1 or 2 at 110.99 

IlLEhlocurvHni.m 9,99 — - 

HLdson Ha*h , 6.93 — 

HLruns 1*2 — —.. 19.90 

I** 5.99 —- ■ - — 

4mm#uit 10,99 

Unf/OOaiak: W==ion 2d2=. 19 99 22 99 17.99 

Indiana. .jk?na3 Allanoa Arjv ..2a. 99 — 

Indiana .ic-nas ■ Allanna Aeitor .. .9.39 ■ — 

Indianapola 500 ld.94 — -■ — 

Infjgha [SnoEauW — .".,.2fifl9 

In'eliiier'.l Slraleirc 3am« 1949 

Inwiraitonol Gctf izse 

laharS _ 2299 219.90 

ll's lnle<nai1ional C«c»*l 1999 18.99 

Ih'anl"oo 6,93 — ... ,-. n 

J»*Ni*i9uE.Q'eaiaai i8hnm 9.99 

JanwsPond.- a.99 — 

Jayiiea Pcnd 2 ■ ftocoend — 19.99 

Jamas Pond 1 1 9 99 19.99 

Jaguar XJ220 .... a.99 _.. 

.latslTtin 17.99 19.99 19 89 

Jimmy While's SnrcMMr 12.99 

Jutti Barnes Eucpoan Fonlbai 8.B9 — — 9.99 

John Midden Fualhail 10 SO 

JUNGLE BOOK,... 19.99 

Jungt*Slrths 1739 ia.99i69B 

K2-40 ■ UiULiia 2 1999 

KGB 12-99 

Kk* Off 3 fcLrnpsan QhaHwae 16.99 19.9922 93 
H<1 Chans. ... 17.99 19.99 19 99 

KkHflulagK 12.99 -— •..-.- 

K*idWt)f()3 3lWr>*)i0DMBW)...22.S9 — 

Kmgpm m.99 1?9nl1iB9 

Kings Queai 1 Or 2 iw 2 or 4 12.99 

Kina* Quaai S a.BO — — 

KjAendPJay 22 B0 

KNkSMTS OF TME OKI 10.99 _~ 

Krdityl £im« Fvnhoue* 17.1 



MighlyUax 179B1990179S 

kliltirj Mat«.rf,«*f, ... 19,99 — 

MlnlOfltoa 39.98 ~ 

MCfrlbaa* 34.99 — 

MocrmralluK 4,99 

Monopoly .. , 1S.99 

Morph 17.99 1999 19.99 

MORTAL KQMBAT1 Oft* _...1I.H — 

Mr. mcMf _ _ 13.99 - — 13.99 

H*. Nuc! 1790 

MustX2.ll , 5890 

Mulant Ltwsue HMwy , ... 1799 17.96 -- -■ 

Nana) PoliM 699 ~- 

NsnyMfl-rfrt B.39 -— ~- 

NSp Zeofort Sttry 9.EB ^ u _ 

NHLHOchoySo 27.H9 . 37 99 

Nici FaUG s Gor 1?:/j £299 

NqeH MansalHWonclGhanip, B99 -—19.99 

Mghltumxl ... «99 •— 

iNighrsnrti 10.99 

North avm Souw 8.99 — — 

OV. The Bail-Wold Cup Edition... 19.99 77 90 

OrTnoBall-LeaoLcbn'ilEin . 199922 98 

Ope'a.: on H at p 1 6 90 

OpwJOOn SlBfilth 1199 

Oneriial Garms* _ »96 -™ — 

Oulrun Eurcpa B.99 - — 

LVordnvn 99 

OVERLORD 22.91 

Pair«an 12.9a — ■— 

ParasolSlars fl 99 

PENf>AL|Wfj*rj«»HacE5SPRjJA.» 

rNinhaacn ... 19.90 

PSA Europoan ro„r 1 7 90 17.99 17.98 

Mutftiradf .12.90 

Ficlinna/y 8.99 

Pincoil Dnaams * FarTjBUBi 2J90 

Pinbad FarnasiiK 399 19 992-1 99 

PINBALL ILLUSIONS 19.99 19.991 9.99 

PnMI Mao* 499 

Pl"9»6 19.99 

P'enRgQDM 19.99 

PrtW _ _ 17.99 17SS 19.99 

P^'ller fi.99 

Piaifl a Dim „ a B8 

Pina Tynonn 22.90 

Fotefl GXMK 1 Of 2 Of 3 12.90 .— . 

FupukluiiFiDmoed Lands IZ.99 — — — - 

POfULOUSi 11.99 

Poslman Pal 69B 

pMtmarPai3 699 — ■ 

Po*ardhv» 1999 19.99 1999 

PCwemouee- 22992-2 99 

Pnwonnongar &. Data Cwk 12; 9 



Spnarcai Wddds 17 99 

flUartMH apiirM CiMlin „ 9.99 

SI* 1 CiW*3»r 

Sladord 22.99 

Slrtol F!(h»r2 _ 12.99 

Sinks FIhI Id 99 

SmiiBf 3 90 

SinpPol 

Slunflmner _ _ 6V99 — 

Slunt Car Placor EM — — 

fiu.e 19,99 

SiiniimanCcynmaffllo 1A.99 

Sut w ir i tiri *.99 — 

SUBllVAR 20M 22.99 19.99 

SLpor Cars I L 2 $.99 

Supor Soac? m»3M<6 . 8.90 

50p«r League Manager 19.90 19.99 19.99 

SufW'LOOpi U.99 19.99 

Supv'MelhaneeVDtnora . 9,39 — B49 

Supc Monaco Gnaod Ptu 699 

SuparPuTty — 129B 

SUPER ST AHDU5T , It.BO tl.H 



AniljCSE MBBi'E'ipliKfiiF>Bnc*i22 99 
ACJIJuniOr Counlinoi *4, or *■ 7 1199 — 
AWJiwior Reading 4-5 or 6.7. I JOB — 
Belter Sparing IB ID| .... 11947 — 

Belter Ualhs 1 1 2 1 Fi 1399 — 

Ce«»MuKB-1S) 10.99 

Cowrl endA*1lS-S H 99 

Frw;l<mQ0Mne(fl-12.i 10.99 . 

Fun5£JTUfil2|-o)orH6-nVi or |H*) £99 ■ — 
Fun- School* <U Sh.|5-7;iDr|7,l1|lS,99 - — 
Fun School Maths iMIJ ... 17 BO ■ — 

Fun School Paint fCraem i5+j„ 1700 

Fun School gpeiing Fair |7-1Ji„ i7.96 — 

(ircajflra mreaacova EneydopBdia 

Junior Titmi (5-1 9) id 99 — 

Krd Pin.. .. 109S _._ 

Mage Malhs (A 5| 13.99 

MalftsDraiaonsiS-ISl 19.99 

Malhs Mania. (H 2) 1 3.9s — . 

M<**y S 1 23i <2-S) 13 99 

WckPr's tBCi i!5; 1399 

Mi and ljtle.ll .... 8. 90 

rJ^nrtyePlayliriijwEajAdv J+.. is.JO ...... 

Pieiur* Fiantns |7- 1O1 ia.99 

PsasLrirg Wilh Trals 15- 1 2J 10 BO 

fhairiai Tank fcngne CnMrnGn *2 99 

Thnmat T*nk Engine Pflim P4TA 1099 

nny The House (*-ios 10SS — 



JUNIOR ADVENTI.JRF! 



Suiwriroi] 

-. .::(■!■- 1- 

3urjl*m«y.. 
•crJolMi auai 



. 19.6 
.10.09 



■1299 



Engor Seals. 19.99 
TACTICAL MANAGER 2 



.19.99 
19 99 
12 BS 



ILM 
.. 8.99 

I699 



26902290 

99 

IS M 



. 1?.991C93 

10.99 

10.99 

8 98 

. 10.99 

. 6.09 

.19.49 

. 8.99 

15891699 

6 99 

19.991999 

6 99 



L.15I nlinja 7 

LnjdnjLaD 

LaaatyfjIStfaail _ 

LEGENDS OF VAJLOUH 

Laisone Sail Larry 1 cr 2 or 3 
Lanvfinga I 

len-nrtaa DouUePaUt 19.99 

LEMMINGS J 

Lolhal Waapon 

Linlu; ne Chsllense 01 Gc(l 

LIQHKHNOi 

LTIL CIVIL _ 

Lombard AAC Rally 

Lcom 

Lcras criha- Haain 

LOSTFDFrj 

I hfll VikilJUa 

Ly'us Turbo Tnogy 

LOVEflS GUIDE 

Lure 01 The Templrnnr. .. 12.99 

Ml TaiHiH*™ir .... 12.90 

Manjcuns CAsHa ....10.90 

Manhunlar "Now York" ... 12.90 



UV 

1999 19.99 
1789 
17*9 
12.99 



■1799 



1999 19*8 

8.99 

12.99 — 

. It.H 

19.99 

e.oo 

'299 

2299 £2.99 

-9349 

-1998 
-22 99 
-19.99 



Pnamwre .. 12.99 

Premier Manager 3 

Pitniier Man MjIIi Edil Syslon 

Piime Mew 

Pnnca Of pania 

FVciectJt 

Pro- Tannhi Toi> 

Pwinovef 

PirHias Gaion 

PuBy 

Putty Squad 

PuiTnic 

Oltm* 9.99 - 

Queai For Qtj.y i oi 2 12.99 -— — — 

Railisari Tycoon 12.9a -— — 

RairboK isands.. e.99 

Rarnocj fi 99 

HHI BjMhall 7 . 8.99 

BeathForThaSM* 12.99 

neainq 10.99 — - 

ReuHeen _ 6.99 

PrBuntm 22997399 

Rck DancjaicLft 6 80 

F4ck Oangarrjuj 2 6 99 - 

rtrjjs 01 Msijaa GoliJ 19.99 -™ — 

RSE OF THE RO80T6 ..._ -2S.93 27.99 22.99 

RiskrVVcodi 19 93 

Road Flash 10.99 

Hcbocop? 8.90 

H(*OCap3 10.99 — .— » 

RLtumonsRecuieTi.. |AS00*| 22997? 99 27 99 

RU6BV LEAGUE COACH 19.99 

Flulos Dl Errjajorman: 2 .22.99 

Fluff n Tumble ...17.90 

Flun rhe Oatriilei 6.90 

S*rj Teem lEnhanoedj 20.992D99 

9CI B99 

Second Samuiai 19 99 19.991999 

Sacral Of Menkey talird I cr 2 1 2 99 - — 

SENSIBLE GOLF .....1MJ 

SantslHa Soccar I rw ma I loner ... 13,99 14.9* 

Sensible World OTSocc* 19.96 

Sensible Sowe' Inw.naiionBi i3.99 

f-llllijit 19.99 

SnaotivilBrda...- a, 99 — 

Snap Fu 1709 -. — 

Shjiiin spicsFiifjhrSimuiaIr* .12.00 

Sierra Soccer 18.99 --— ~— 

Silent Samoa 2 -.. izaHt — — — 

SJMMTYM04 »,H 



Taarn I rC riled ran Volume 1 
Toam yanli*o 
teiipifr^er 

Te« much CrifJwi 

Termruinf 2 _ _... 

Te*iB..._ _ 

TJF.X 

Theahe C |}e4ih 

The Bio 6- Diuy 

The Blue A The Gray... 22 99 

ThaClus- 1B 99 199918.99 

Theifjama* 10.9S 

ThnOraanaai -Conipilaiion 21.99 i— ™ 

THeF^ieli3hor._ _ _ _....S2.» 

Thair Finest Hour 12.99 — — 

Their Finest Missions .. 9. 99 .— — -- 

THEUE PAfiK 93.99 22.999J.89 

T(* 690 

Torn Landry Siraieijy Fconboll... . 1 9 99 19.99 — 

TcfiGear2 1799 17991939 

Total Heca.1 

TOWER ASSAULT... 

lracon? JJ 99 

Traje A Trojagree 17 99 1799 

Trivial FufSjn .... 8.99 

Tikial Pursue, huw — 19.99 

TURBO TRAX 17 99 1T.« 

UFO ?7 9972 99 19 99 

Lllin- ai 9 12.90 

ULTIMATE BOCV HOWS 

LrMlmate Gall 8.09 

Llilimate Pinbal Quest 1999 

Uncovnd 1799 

l.lniuerwi 22 99 

tlptoudiaiwi 6.99 

UlCpa , 9.99 

VatiaaA - Bariore lha War 33.99 

VaJhUh . Lord CH Mrirv 19.99 

V P j n a-ll Of ri eT fYi¥ i " i u Vi 

Viial Lh*i._ , 19.99 

Walls 01 Ftame _ 12.99 

Walker '. 9.99 

Womnlay Intimallonal $ooc«r 

Wamnlfly Rugby 

Whales. Voyage 

WM Cup Succor 

WING COMMANDER 

WmarGoid 1299 

'teNUi ir.ru 

■rttikld.., 1099 

Worth Giant, cn*en ... 

wn-tc ciaef Leaderooara 10.99 

WoJldCupGOII 

Weld Cup USA 94 D'.ae 

WOULD CUP VEAfl 'a*- 19.99 

Worn of Fcalban 19 89 

WDfUnTGor. .17 80 

Wortjeeivi^i . e.99 

Words ol Legend 12.99 

WORLD CUP GOLF . 

ttrarms 179J 

VrtBCHars 109B 

WWF ... A93 

WWF2 (.99 

Kanon II 9.99 

X-IT . fijnlMd nap 

7-Ct^ ... 8.90 

Zek MC«rakai'i 10.90 

ZEE WOLF _ _ 19.99 

Zool I tv2 . 



Flotir HDOdiati ...13.99 

Scrooge . A CfulBlmas Carol 6*. 13.90 

Srm.hCHjndi7.l8l 8.90 

The Three Beara iS-iOi ia.99 

Wind In Tin? Wlluwi, |E*|. 13.99 

WiiardOIOi.. ... 13 09 



JOYSTICKS 8 
ACCESSORIES 



10 Capacity '.]■ !■' Diu. Sax 

4tl Capacity 3 STJrShRX 

50 Cijjficjry 3 5" Onk Ban _. 

90 CaoBcity li Disk Gat 
IDO Capacily 1 5" Elrsh aon 
Analog JnyslK*. AdeptOi 

CIl»*Mlh 135-1- _ 

r>»<lwtl Bdg _ 

F'fle»heel SlBeiinj Wheel 

0ij*4 AcVaicoL- Ewilch JCfSltz- 

G';-¥ia Gamepad 

Mra^se 

■Apviiahngjie 

r>99 MOirtemat _ _..., 

... 1 3 99 IJi 9 9 1 99 jLfji'cfc EkleroiDn Cable 

JcnmliLk I'SpHlter 

LdBK 3 Delia Hay Aurolr-fi _Y1SI= . , 
Logc 3 Guano lit Aulohre JT15S.. 

Logc 3 Oue* r o ..IT ■ 6* ....» _. 

logc 3 Logpao JT1 so _ _ 

□uMeJei Jallightea 

QurL=*|uy Medals 

19.99 GuidqDy Tcpsuir 

— OuKkicy Turtjo 

— S9Kek Merjasria 2 Auierve MX22D .... 
S&Mlb&sl 3 Speekers SBS03 

2299 ScTeennesI 4 Speakers HHajl „„ 

■ Ecrnanefla: 9 SpeekerE 3B206 ... 11.99 

....„ Scjflamjeaf. pro sospau+ere SFJifiO ji.SB 



...4.99 

599 

OH 
...7.90 
...a.BO 
■ 7.99 
.11.99 
H !|5 
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Snip Tips is a place for cheats, a place for impatience, and a place to pick up some free 
software! Thanks as always go to the tippers who've helped out with this issue, as does 
the standard bribe that any sterling efforts will be rewarded in kind. Get your pens in 
gear, and write to me, Mr Tips, at The One's usual address. 



FLINK 

Psygnosis 

thanks (u Martin Lewis of Darlington, 
who win*, himself some tree software 
for dissevering a rathw intricate cheat 
I ii iln . .>:i -: - 1 f .- - 1 ■ i pi t i (Former, Star! the 
game W normal and then crouch down. 
Holding down, press the pause button, 
,iii(l with the pause button held, press 
in [hi im||i| ni|hl. 1,-11 Ii II left, right right, 
Nil left, right, left. A new option should 
now .ippcar. enabling you to sod 
.itrnind wiih .ill sorts of garni? paramp' 
tcrs. txxellentl (How do people find 

lln- , ■ ■ 1 1 ■ .■ 1 1 1 1 ■ i IllMtS?) 

swos 

Renegade 

1 i ink I've no idea why we ktwp getting 
loir, of iieupli 1 spying that by pressing 
"M* you get tons of money, or why by 
pressing 'W during play you win, hut 
I thought I'd print il oven though we 
I <ih.<1 it to work. Alright? 

CANNON FODDER 2 

Virgin 

On mission 12, phase 4, destroy the 
gun turret to the right of yaw starting 
position, nn<l ,i spinning gold 'S' will 
appeal I oiled this and your soldier will 

l)ii mile .1 ■: 1 1 i ■■ -l .kl . 1 1 ( 1 1 iwiw litt-y lis.it 
vckers. I'd thank the person who sent 
this in, but I can't read Ki9 writing. I 
think it's Paul Kent (but I'm not sure!} 

FIRE AND ICE 

Graftgold 

Following some level codes a couple of 
month*. !>,i<k. Matthew Bennett from 
Bromwich has an even more simple 
i heal i'i-v. the left mouse button on 
the title screen end, hey-nonny, infinite 
lives. Mice one, 



WALKER 

Psygnosis 

Fbere'i been a lot of confusion About 

lln- 'Muddy Funster' cheat not working 

on recent versions of this violent bud- 

' m'Icim', so instead type in 

.ALKtH' on the title screen when 

■ I says 'press start' Mow you can 



skip levels by pressing CTRL, HELP and 
L together whilst playing. Thanks to 
Steven Morgan, who wins something 
free. Nice. 

HOOK 

Ocean 

Thanks to Daniel Wiley from Worthing, 
who wins some software for this pleas- 
ant little adventure jobbie cheat. If you 
gel particularly stuck, go into The Bait 
and Tackle and pick up the mug next to 
the candle. Keep picking up in the same 
pta e even though there appears, to be 
nothing there, and you should find that 
you magically collect every item need- 
ed to complete the game! 

PROJECT X 

(Revised Edition) Team 17 

Ian Strachan from Montrose reckons 
that by holding down the right mouse 
button and then hitting the Esc key, the 

screen turns black. If you now hit the 
Return key (with RMB Still held) you'll 
warp to the next level. I've not had a 
chance to test this out. but hey! 
Wouldn't that be handy? 

GLOBDULE 

Psygnosis 

Ale*; Simms again! NO! You're just 
sbowmg-off, aren't you? Oh well, beats 
me having to do my job eh? Anyway, 
during play, hold down Ctrl, Left Shift, 
Left Alt and then press Right Alt. You 
can now use the following keys: 

Meet your quota and open exits 
F4 — Complete level 
f9 — Restart current level 
CTRL ■- Invincibility 
C Change score to screen location 
T — Not sure!! 

Also, if you press DEL onthemainmap 
screen, you can go to any level. On the 
level map, pressing DEL lets you go to 
any stage in any order, while pressing 
it during play lets you move anywhere! 

FIFA INT. SOCCER 

Electronic Arts 

And Alex has yet another beaut for us, 
with some codes to be typed in over the 
option mode. If they don't work imme- 



diately, just re-enter them. 
VYVXAAAB = Invisible walls 
XABYYBAX = Crazy ball 
BARBYL = Curve the ball 
BABBBBBBBB ■ Super kick 
AAAAAYYYYY = Super goalie 
AABBYYXX = Dream team 
LLLLLRL = Super defence 
RRRRRLR = Super offence 
SMILERULEZ = Player 2 cant kick the 
ball 

CHAMP MAPI. J 94 

Do mark 

Thanks to the various chaps and 
chappesses that have sent this one in 
over the last few weeks, it's great. Type 
your name as 'Mr Bulgaria" and choose 
T ran mere Rovers as your team. Thus, 
£30 million is yours! 

POWERDRIVE 

US Gold 

Many thanks to Mr Tony Friend of 
CNdcot for some rather handy level 
codes on this rally-o-rama. 
BUULCBMMBBB1UDLXMHC Stage 2 

CBGCSFM8MBBCWSQ3XMH5 Stage 3 
D2PB2LXr J QeBB2GU4XrVlHN — Stage 4 
CUBUCXFQBBCLG2XXMHX —Stage 5 
BUPBOFFFQBfiDWWVQXMHM Stage 6 
BQDUJB2VQBBFLNCHXMHR Stage 7 
CGCBNGBV3EBCJBDSXMHJ Stage 8 
B2DULB5F3BBCZD7TXMHJ Stage 8.2 

NAUGHTY ONES 

■Compart 

On the title screen, type JOSHUA for 

infinite lives (obviously a fan of War 
Games}. During play you can press DEL, 
SPACE or RETURN to skip to the ne*t 
level (don't skip to the last level, 
though, as it crashes), 

SKELETON KREW 

(A1 200) Core 

Ta very much to Edward Corr Jnr, from 
Co Kilkenny, who wins some free soft- 
ware for being the first in with this lit- 
tle cheat for the isometric Core blaster. 
On the character selection screen, type 
in I WOULD RATHER BE WATCHING 
FOREST (with capitals and spaces! and 
then press the space bar, You've now 



activated the cheat mode, and by | 
in g the following keys, can acce 
manner of Inn 

Press the FULL STOP key for a level 
skip. Press enter on the kryp.id lm n 
lives (which can be repeated wheneve» 
you fancy), Type in COLLECT MONEY for 
9999 points and d extra life! Excellent 

CHAMR MANAGER 

Do mark 

Ollie Murphy from Broxbourne ha* 
found a rather handy little bugettra foi 
this Fuss ball spielen. Because he need 
ed a left-winger, he loaned out N 
Lamptey (Vill^ 1 VfUaJ Harry), butn< 
sooner had the Ghanaian wizkid kickeii 
a ball than he picked up an injury for V 
weeks! He then had a Coca Cola Cu| 
match and was cup-Mod, but aft< i H 
match he checked out the player, and 
the injury was gone. So, it would seem 
loan out any miui'-d phyrrs to a 
who are going to play a Cola . 
game, and the lucky blighter will SUd 
denly come over all fit again! 

THEME PARK 

{AT 200) Bullfrog 

Ta, ever so, to that rtka Mr\ J.mic wfn 
has found that by entering your r»icl 
name as 'Mike' in I hi' sri up ■■ rem, yoi 
can then bring up all of the rides fn 
waiting until you're on tIip grass an< 
then pressing I and X a few times 

whats even more e*eitin*j is iii.ii 

you're called 'Mike' you can press C t< 
gradually build your money up. 



ACTION 

REPLAYS 

BC KID 

M00069A LIVf-S 

SECOND SAMURAI 

MC617E6- LIVES (PI) 

MC6171E - UVEi(P2) 

T2 ARCADE GAME| 

MC0030C ■- CREDITS 
MC00263 - MISSJLES (PI) 
MCQQ2B3 — MISSILES (P2) 
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Here we go again! More injured and weary 
travellers have collapsed in the surgery's 
waiting room, and it's down to me, Matt 
The Medic, to sort the bleeders out. Alright, 
who's first? Trousers down. 



DONKEY 
AWARD 

Indeed! Only the third 



Cletjg from Oldham, who has writ- 
ten in to tell me that he's just com- 
pleted some newfangled .id venture 
i|.niii' called, cr... wh.it was it? Oh 
yes, rfie Secret of Monkey island 

Itpparently. He also., very kindly, 
included a compli-l i- .nlulmn 1o this 
game Ef, thanks mate. Perhaps a 
few years ago this might havr been 
useful, but as such is now a museum 
piea> limiilcrii.illy, h.^ve you seen 
lh.it new Space invaders thing? 



DvarMatt, 

Could you please give me a hand with 
Monkey island? I've got onto the ship 
nnl .im walking around .ill invdiiilo likv, 
but don't know what to do next/ 

Someone, 
Somewhere, 

, my that I've managed To lose nor only 
your address, but also youi name 

Kwng looked through tht official solu- 
n (How about the one from thai nict* 
Mr Ciegg? Andy), I'm told... "Once 
on board, find the captain '$ quarters. 
To open the door, use the magnetic 
compass from Stan's. To kilt Le 
Chuck.. . " well, work that out yourself i 

Dear Matt, 

I recently saw what you wrote about 
how many ships, you nave to kill to 
become 'Elite', <ind was a bit gob 
smacked to say the; least. Do you real- 
ly have to kill thai many people, and is 
1 1 1 ■ ■ • •. • f< -ally no cheat that lets you 
improve your rating? 

Paul Shankley 
Bristol. 

The closest thing f'va had to a 'ratings 
■ In- it .". this, little hint from a Frontier 
nut. name of Adam Jeffrey. To do it 
you 'SI need a 3QW Mining Laser and a 
imi< fuk y i is teroid (try Mars, where two 
asteroids orbit as the moons Phonos 
and Demois) Use autopilot until you're 



relatively close, and them manually 
bring her in to about 2Km away from 
the asteroid. Now point your laser at 
the middle of the asteroid and start fir- 

■ MM Ait,., . ...i.;},. . ,.t .JJ — A i.1* — 



V 9 J 

"Well done commander" message, 

whkh we all know is how your ra ting is 
compiled, if you start this on Harmless, 
it's fairly obviously going to take you 
ages to get anywhere, but patience is a 
virtue. Or something. 

Dear Matt. 

Can you help me with Beneath a Steel 
Sky on the C032? I've got your solution, 
but can't get more than about .in hum 
into the game? Please help! 

Paul Poser 
Chadweif Heath 

Nil problemo, Senor Clever. Here, have 
some level passwords.. 709124, 
0IS365, S43B9J, 810354, 754267, 
780283, 986254, 280870, €48912, 
326355. Okay? 

Dear Matt. 

Please could you tell me how to throw 
your opponent into the green add on 
Mortal Kombat 2. Help, I'm dying. 

Sandip Patel 
Milton Keynes, 

Milton Keynes, huh? No wonder you're 
dying. Anyway.,, when it says "Finish 
Him}" go up close to your opponent 
and hoid down. Now press fire to 
uppercut, hut instead of just tapping it, 
hold fire and then IMMEDIATELY push 
rfown and a way. if performed comet- 
ly, your victim should fly gracefully into 
the slime! 

Dear Matt The Medic, 

l Muck in the 'Vengeance' episode 

of Star Trek: the 25th. Anniversary. 
Nothing I do seems to make the slight- 
est difference to the outcome of the 
battle with (ha f *i krj Enterprise. I always 
get killed. I can hit tbr* fake before it 
gets out of range and the Elasi backup 
arrive. Then, while I'm firing awjy, 
another ship shoots me and I die. 

D Austin 
Ipswich. 



SHOW-OFF SHELF 

MEDICATION REQUIRED 



the bible in 

I Shea from Spalding is stuck in Bane of the Cosmic Forge, 
.ere he appears to have tons of keys, but can't get anywhere. I 



FREE PRESCRIPTIONS 



s a cure for Joe 
.yer's Larry 2 complaint (Feb J 95). What you have to do is split 
your dosh by buying a swim suit, and then go to the music store 
which should now be open. Go inside and approach the woman a 
the counter who'll think you're a KGB agent and give you an 
OnMunk (?) From now on you have to watch out for KGB agents a. 
they'll by trying to get the Onklunk back. Go back to Eve's house and 

I up to the bins. Type 'look in bins' and it will tell you 'no' 
ain and you'll be able to look, finding your passport. Now go to 
» harbour in the bottom right of the town, and give the passport 
d tickets to guard on the bt 
Joctor Ricky Cusimano from Derbyshire has written in to help 
irti Dr-athman with his February problem with Elvira 2. Although 
can't remember anything about the burning room, he does kne 
it to rnakh urrection spell you need the following ingredi 

alp, eggs, a prayer book. This spell is used on 
? priest in the church, but look at the books in the library for hel 
*nks Dr Rick, a prize is on its way! 



Okay. . . before you beam over to the 
destroyed starship, choose option #2 

and then beam over and use McCoy on 
the injured crewman. Next use the tri- 
corder on the ship's control panels 
(above the captain's chair} to read the 
last tog entry. Go south and use 
McCoy's tricorderon the wom,tn, then 
talk to her and use the communicator. 
Select choices #1, #7, and #2, and 
then SAVE THE GAME! 

With your game saved, you're now 
ready to engage, the fake Enterprise, SO 
set your speed to either two or three, 
which should make the enemy circle 
around your ship. This should make him 
much easier ro shoot and destroy- 
When the two Elasi craft arrive, I'm 
afraid that you have to kill these too. 
There doesn't appear to be any easy 
way of doing this mission, so it 's just 
down to saving your games and bat- 
fflhg hit yuur life. Good luck! 

Otat Matt, 

On Simon The Sorceror. I ca n't get past 
the snowman in the mountains. Please 
help me, and please write back to me 
and put il in The One. 

Richard Vater 
Gwynedd. 

Bltmey! You don't want much do you! 
Well I 'm afraid I can 't he your pen-pal 
but perhaps I can help you out with a 
cryptic due. 'Hmmm, my word, these 
mints are extra strong aren't they?' 

Dear Matt, 

In the Secret of Monkey Island, I can do 

the Sword Master and the treasure 



hunting, but can't get the Idol of Many 
Hands. It's not getting past the dogs 
that's the problem, but I can't seem to 
find the file, 

Stuart Garry, 
Suffolk. 

Okay. ..goto the governor's mansion 

and use the petal with the meat. Give 
this to the dog and enter the mansion. 
Fight the sheriff and go back to the 
prison. Talk to the prisoner and go to 
the shop. Buy some breath mints and 
go back to the prison, giving then to 
the prisoner, now give him the gopher 
repellent and he will give you a cake 
with a file in it. You can now use the 
file to get the idol. Happy hunting\ 



THE SURGERY IS 
NOW CLOSED 



all your game queri 
The Medic. Games S 
ne, 30-32 Farringdon 
inEC1R3AU. 
member folks, now 
mail us at: 



lei #girls myself!) I 
don't phone or sei 

'cause I'm far too r. 
ng time talking to 
rbirdson The Net' t, 
*t people (yes, Matt, 
i, you complete tart - 
■one.). Feel free to se 
spare sweets, thouo 
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AMIGA 

£25.99 

IBM PC3V' 

£25,99 

IBM PC CD ROM 

E29.99 
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BE DEVISED." 




MUCMT 

FOOTBALL 
FANS 
EVERYWHERE! 
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"TIBC LATEST 

SEASON STATS, 

TRACKSUfT 

MANACER 
WILL PUT YOU 

INTO THE 
HEART OF THE 

ACTIO*. 



What the press said about TracksuR Manner, "The best ever football managerial game ever, in the history of the 

world, no mfessing, very impressive." "T.S.M. is one of the bat games I have ever played." "I am amazed at this one, someday 
all footy games will be made this way.* "T.5..M. is the most playable game of its genre, one of the most fun, compelling exciting 
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LOADS AND LOADS OF FEATURES, HERE'S JUST A FEW! 

ALL ENGLISH LEAGUE AND CUP COMPETITIONS 

ALL THE MAIN EUROPEAN CUP COMPETITIONS 

UP TO DATE PLAYER USTING5 

VERY EASY ACCESS TO ALL INFORMATION 

COMPETE AGAINST YOUR FRIENDS TO SEE WHO CAN WIN 
THE CUP OR BE LEAGUE CHAMPIONS 

CREATE YOUR OWN SQUAD OF PLAYERS FROM THE UP TO 
DATE LISTINGS 

ALlfDHMM 5WHWJIE LiWEI> 1*9!. 



USE YOUR SCOUTS AND YOUTH SCOUTS TO SEARCH FOR 
NEW TALENT IN ENGLAND AND AROUND EUROPE 

TRANSFER LIST OR FINE PLAYERS FOR MISCONDUCT OR 
POOR PLAY 

KEEP AN EYE ON THE JOB NEWS FOR VACANCIES AT 
BETTER CLUBS 

ARRANGE PRESEASON FRIENDLIES TO GUAGE THE 
STRENGTH OF YOUR SQUAD BEFORE THE SEASON STARTS 

SIGN A PLAYER ON LOAN OR LOAN A PLAYER TO 

ANOTHER CLUB 

EXCITING IN GAME COMMENTARY 



ALTERNATIVE SOFTWARE LIMITED, Department TSM, Unite 5-7 Baileygate Industrial Eitatf. »ont*fr*Ct West Yorkshire. WFB 2LN. Facsimile; 0197? 790243 
I " Is iii 'jdutt is not tndoned by arty football authority, official, team or player. 
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ometimes speed Is a distinct 
advantage, isn't it? I r mean, 
imagine you are being chased 
by a lunatic with a big knife — it 
would be great if you could run 
away quickly, wouldn't it? Or, what 
if you had to dream up a new com- 
petition at the last minute because 
some sod who promised you the 
riches of the earth just called to say; 
"Sorry to be such a total arse, Haz, 
but my brain just turned into Chick- 
en Kashmir, and so I won't be able 
to help you out with that Compo 
after all! 1 ' It would be super if you 



could nip down the phone line there 
and then and shoot the bugger dead 
wouldn't it? 

Still, I say, thank heavens for those 
top guns at Ocean, publishers of TfX, 
who want to give away one of those 
fab GVP A1 23011 SOMhl accelerator 
card jobbies, with 4Mb of extra RAM 
(worth £4501} so that your A1200 
can be very fast indeed, Mind you, 
they have a vested interest. Though 
Ocean says TFX works fine on the old 
'twelver', (see our review on page 52) 
the softies insist that it will work 
even more finely- ier with one of 



these offensively technical-looking lit- 
tle tinkers stuffed up your comput- 
er's jacksie So they've generously 
given one to us to give to you. All, 
You see the snag there don't you? 
As we currently still have more than 
one reader, you'll have to fight each 
other for it, So what we want you to 
do is compose a funnier caption (not 
difficult mate — Andy,) for the aero- 
plane, (Mi Albatros DM, Bloody April' 
fans) which has just been shot down, 
and then send it in to us, You can use 
the caption bubble provided, or just 
write down your entry on a postcard 



or back of a stuck-down envelope, 
Well p-int the winning caption and 
send its composer an amazing 
GVP turbo accelerator card! 
Couldn't be simpler, eh? Well it 
could, but then it wouldn't be 
any fun, would it? Send your 
entries into: 'Ooh, Werner, 
you are a Card!' Compo, 
The One, Priory Court, 
30-32. Farringdon Lane 
London EC1R3AU. All 
entries must reach 
The One by 2&th 
May 1995, 



Name; 



Address: 



Town; 



Here in not more than 
20 words is my ciever 
and amusing caption,,, 



Postcode: 




All the usual competition ruin otcourie apply, 
N jmi-iy that the editor's decision ■> final and that 
iw correspondence will be entered Into. E»™r, 
Also, .ill «mpl0yeei of Ocean and (map 
Image* aye barred from entry 
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JANUARY 1994 
ON THE O'^Sr Galactic: The Xmas Remix. 
a complete game from Stavros Fasoulas — 
plus a demo of Zool 2 and a complete 
Al2o0-only PDgamel WIPPED! Universe, 
Cool Spot, Dennis & Gnajher and Heimdall 
2 Part 21 REVIEWED! Mortal KombaT. Zool 
2,12, Microcosm, Bubba J n' Stix and loads 
more. TIPPED! Players' guides to Body 
Slows Galactic. Combat Air Patrol, Jurassic 
Park and bundles mare! PLUM Program- 
mere of Liberation speak! Massive preview 
of the games scheduled for release in '94. 

JUNE 1»»4 

ON THE DISKS! ArmourGeddon II, Gulp! 
Kung Fu Charlies! WiPPED! Super Stardust, 
Dragonstone, Embryo, Ruff *n' Tumble, 
Kick Off 3! REVIEWED! Elf man la, James 
Pond S, Traps 'rt' Treasures, Last Action 
Hero, Bump 'n" Burn and a cast of thou- 
sand s ,' Well, tbree actualry, TIPPED! Com- 
plete solutions to Darkmere and Beneath a 
Ste«l Sky and a few other unimportant 
stragglers, f'tUS 1 Some other interesting 
feature sensations, which weren't exactly 
about games. 





Miss one of our tabby demos? Want to fill a horrid gap 
your collection? lust learned to read? Did nice Mr Newsie 
run out of stock? Again! Are you considering a novelty 
draught-excluder? Well, why not try this special offer anc 
buy one of Our exciting BACK ISSUES. All you have to do is 
pay us exactly the right money, and we will send you any 
one or more of the hilarious old mags listed below! To 
order, simply fill in the coupon, and write out a cheque or 
Postal Order and send it tor The One Back Issues Dept., 
Tower Publishing, Sovereign Place, Lath kill St., Market 
Harborough LEI 6 9EF. Hurry! A big red fire might acciden- 
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JULY 1994 

ON THE DISKS' Sensible Soccer Interna- 
tional, Out to Lunch I Empire Soccer, Quik! 
WIPPED! Kid Chaos, Top Gear Z r Wild Cup, 
Psycho Pinball and several more! 
RE VIEWED' Out to Lunch, Banshee, Crash 
Dummies. Impossible Mission 2Q25 is all I 

can remember! TIPPED! K240, PeriheJion, 
ML) PLC, Armour-Geddon II and ensemble, 
PLUS! The History of the Amiga before it all 
went went horribly wrong. With some pic- 
tures. Ot us, Again. 



I THE ONE BACK ISSUES OFFER! 

i Please send me the following back issue(s) of The One: 

■ ,.„,. ...Quantity I 

■ I enclose a cheque/postal order made payable to Emap Images Ltd. for £ ...... I 

I {Rates per magazine: UK— £4,95; Europe — ES.B5; Overseas— £7.95}. 

■ Name,.,..,.,... , , | 

■ Address.. ., ,.,.,....,... ) 

I ' ' ' - 



, Postcode. 



I Please allow iB days tor orders to b* Mfillvd upert r*-*lpt af request. All orders awe subject W | 

availability — all title* thown jre available at the time of the issue o^jirvg te prvn. (enepi any 
f marked at told Out — ahukiusly!) 



SEPTEMBER 1994 

OrV THE DISKS! Ruff 'n' Tumble, Putty 

Squad. Dragonstone! WiPPED! Cybtrwar 

(doh!) King of Thieves {doh?) ATR r Foptball 
Glory, Litil Oivil and a hatful of songs! 
REVIEWED! Universe, Pinkie. Ishar 3, The 
Clue, On The Ball and sackful of dreams! 
TIPPED! Benefactor, Valhalla. Kings Ouesl 
3, Out to Lunch. James Pond 31 PLUS! 
Brains! Who is the Amiga's cleverest pro- 
grammer? And more than one other thing 
too, I shouldn't wonder. 

OCTOBER 1944 

ON THE DISKS! Alien Breed 2: Tower 
Assault, Zonked! (or X-IT as It is now very 
cleverly called) Sensible World of Soccer! 
WiPPED! Jungle Strike, Mega Rate, PGA 
European Tour, and doubtless some fur- 
ther games in the making I REVIEWED! 
Theme Park, Litil Divil, Gulp!, Stariord, 
Reunion etc. TIPPED! Kid Chaos, Heimdall 
2, Ishar 3 etc. etc.! PLUS! Peter Molyneux 
coughs up! And 'Everything you ever 
wanted to know about the Amiga, but 
probably already knew anyway'. 



HOVEMBER1994 
ON THE DISKS! Aladdin! Embryo, and. *K 
that's more than enough for you buggers! 
WiPPED! Cannon Fodder 2. Powerdrive, 
Premier Manager 3 and a whole lot more! 
flfWElrVEG. 1 Aladdin, FIFA Soccer. Football 
Glory, Guardian, zonked 1 Which never 
came out, until now. Under a different 
name. TIPPED! Universe, Benefactor. Litil 
Divil and the rest of the games! PLUS! 
Dominic Diamond. Is Simon Byron's best 
mate. Because he's on telly. 

DECEMBER 1994 

ON THE DISKS! Rise of The Robots! And 
Mortal Kombat II. And really, w* do rather 
spoil you! WiPPttV The Lion King! Mortal 
Kombat II, Sensible Golf et tout les autre*. 
REVIEWED' Gannon Fodder 2, Premier 
Manager 3. Zeewolf. Jungle Strike, PGA 
European Tour! And so many more that 
my head's fallen off. TIPPED' Reunion, 
Robinson's, Requiem and ladles accessories, 
PLUS! A fandabidozi MKll Poster! And 
that's it! 

JANUARY 1994 

ON THE DISKS! Jungle Strike! Battle Tanks! 
Holiday Lemmings! Skidmarks 2) Base 
Jumpers! Yes that's right the five of them. 
At the same timet WiPPED' The chaos 
Engine 2! Pizza Tycoon! Shadow Fighter 
(special bin ey edition)! REVIEWED! Mortal 
Kombat II, Dreamweb, Pinball Illusions, 
ROTR, Overlord, and far too many golden 
moments to mention here. TIPPED! Zee- 
vuotf. Crystal Dragon, UFO ottfi and I don't 
know, mere games than you can shd/tt* a 
stick at* PLUS! Behind You! The best games 
of 1994 (allegedly)! And tons and tons of 
insincere X mas cheer! 
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COMPUTER AND VIDEO GAMES. OUT ON THE 1 5TH EVERY MONTH, AND ONLY £2.25. 
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I don't think much of this lark! I'm snotting BUBBLE - 

all over the place, taking fluids up my wot- TRUBBLE 

sit r and yet they still expect me to write PD 

Zone while I'm at home in bed! Well... 

alright, but only if you promise to give me 

good ones! Matt Broughton coughs all over 

the screen. And drinks Lucozade. 



m 






A; 







sk me what Bubble Trubble 
is all about and 111 tell 
you there's sometrou hie, 
and it involves bubbles. Hmm... 

Basically, the story here 
is that you have to release 
a set number of QTs (little 
cute things) from a large 
number of levels. The QTs 
themselves are trapped 
inside bubbles which 
must be first burst {hurst 
worst) by either walking 
over them, or spitting at 



Anyone els* remember 
Glees? Small, brightly 
coloured *we*ties-.- 



ZAXXOM 



Online PD Disk OG86 

— | axxan is unique in the his- 
tory of arcade and home 

I computer games in as much 

as that, though regarded toy us 
oldies as one of the original clas- 
sics, it's never really been cloned, 
The closest thing that springs to 
mind as far as gamepiay goes is 
UricHum. but even that's viewed 
using a more traditional horiion- 
tal perspective. Zaxxon (for those 
of you too young to remember) 
appeared around the same time as 
Scramble and Defender, and was a 
strenge mixture to say the least. 
Using the forced left-to-right scroll 
of Scramble, but over an isometric 
landscape, it introduced a new 
dimension to flying. And I mean 
that quite literally, because you 
could climb and dive... 

This basically lead to lots of 
ducking and swooping as progres- 
sively more testing levels rolled 
towards the player, forcing them 
to fit through tiny gaps in walls, 
not to mention squeezing through 
breaks in force-fields. 

Along the way various targets 
offer themselves up for destruc- 
tion, including fuel dumps, missile 
silos, and numerous ground targets 



such as enemy aircraft and towers, 
An altimeter at the side of the 
screen shows exactly how, er ... 
high you're flying (No? Really? — 
Harry.) while the craft itself shrinks 
and grows giving a more immedi- 
ately visual clue as to where you 
are in relation to other objects, 

After each landscape, the tradi- 
tional end of level guardian trun- 
dles on, with the normal "hit 16 
times to kill" rules applying. After 
this you travel through some open 
space against a few waves of 
enemy craft (who dive and change 
height rather annoyingly) and then 
it's back for more of the same. 

As you've probably guessed, I'm 
not just recounting this tor my 
own entertainment, but as instruc- 
tion for what is essentially a spot- 
on clone It's probably not the sort 
of thing that'll stand up too well 
in comparison with many of the 
other arcade games on offer in the 
PD sector, but for the nostalgic, 
goes down very nicely with a can 
of Vimto and a Human League 
album (I'm just off to wipe a tear 
, from my aged eye), 



OVERALL 





Haven't ttwse people ever beard 
.perspective? t mean look at it! 



them from a distance. This is all 
well and groovy, but after the 
first level, the etitey Ml' QTs are 
surrounded toy a number of differ- 
ent coloured bubbly bubbles, and 
you can only affect the ones that 
share the same colour as you. 

To solve this problem, you can 
pass through a number of gates that 
change your colour. So. you turn 
yourself orange and burst the 
orange bubble, then trot through 
the blue gate in order to burst the 
blue bubbles- Simple stuff, rum? 

But, of course, there's much more 
going on than I ve mentioned, as you 
have to collect keys to pass through 
the gates, and apart from the odd 
bonus key that falls from the sky, 
you ha.ve to shoot keys from the 
nasty key monster (who kills on con- 
tact) This leads to plenty of ma« 




AQUANAUT 



If you only ever touy one PD game, 
BUY THIS! No, I'm serious, its 
such a good game that I even 
tried to get Andy to let me review it 
as a full page jobbie (only we didn't 
have enough room!) SEND OFF YOUR 
MONEY NOW! (Alright. Steady thy 
sword, iad! Andy). 

I don't really know why Aquanaut 
has captured my heart so, but I 
wouldn't be surprised to find that 
deep down inside my brain's base- 
ments, there's a happy link with the 
past being made between this game 
and some of my old Spectrum 
favourites. Let's just say that anyone 
who's ever played Exceton or Cyber 
noirf will probably twinkle when 
they see the graphical style the game 
employs. 

The gamepiay itself is nothing we 
haven't seen before, but is somehow 
constructed in such a way as to 
reward you just often enough to 
keep you playing — if only to see 
what comes next. Fortunately, you 
want to keep playing anyway, so this 
is just an added bonus! 

The game itself pits you as the 
pilot of an underwater exploration 
craft working through a number of 
slightly different missions. As in all 
classic games of the 80s, there are a 
set number of targets spread across 
a selection of large and sprawling 
levels, with lots of hostages to be 
rescued, enemy mines to be 
destroyed, etc. etc 

You start off with a fairly bask 
craft, but by shooting what look like 
tins of cat food and then collecting 
their kon-ed contents, various addi- 
tional weapons can be collected, 
along with power-upsfor your stan- 
dard gun. Missiles, depth charges, 
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unning, and as Jater levels start 
'to introduce further hazards such 
35 bridges that can only be 
crossed in one direction, wall- 
mounted guns, and more aggres- 
■ive and resourceful baddies, 
things can get fairly hairy (unlike 
Andy's chest). 

Bubble Trubbie is one of those 
cute-maze-puzzle-arcade 
games that we've seen so 
many times before, but this 
jrte oozes quality from the 
nstructions and presentation, 
right down to some damn fine 
level designs. After every few lev- 
?ls a bonus round appears, where 
'a more Pacman- style game takes 
over, and a number of sweeties 
can be collected as long as you're 
the same colour and can avoid the 
>ad guys, 



m 




If there's one criticism to aim 
at Bubb Trubb, it's that the 
screen often becomes too crowd- 
ed, and perhaps a little less detail 
on the level floors would have 
made things clearer. Apart from this 
eye'Straining prob', it's an excellent 
game, and well worth a handshake 
or two for professionalism. 



OVERALL 



89% 




This looks absolutely triffid, Trevor! 
and rebounders are some of the toys 
on offer here, but must be used 
wisely as certain obstacles can only 
be breached with such doobies, 

Once all of the targets have been 
col I ected-or destroyed, you're direct- 
ed to the level's exit, where an end- 
of- level baddy is waiting to take your 
coat and hat (not to mention your 
legs and lower torso). 

I know it all sounds fairly normal, 
but the baddies, level graphics, 



weapons, map layout and, well... 
everything really, have either been 
planned perfectly, or have acciden- 
tally fallen into place. It took me 
two days of playing to get through 
a IF three levels on this disk, and for 
£3,99 I find it hard to fault. GET 
VOUR MONEY OUT NOW! (Hmm .. 
objective, my dear Matthew, you 
are not, — Harry). 



OVERALL 
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GR.A.C /inc. LETHAL FORM) 



F1 Ucenceware, Disk 
F1-66 (2 disks) 

~ know this isn't the norm for 'PD 
Zone', but i thought we'd have 
a little lookette at a new game 
writing package. The reason for this, 
I is that, though Lethal Formula is an 
adventure in its own right, it comes 
as a demonstration on disk two of a 
new package called the Graphic 
Adventure Creator (Gfi, AC). 

To address the game first... it's 
certainly not an unimpressive dis- 
play, and reaJfy does show off exact- 
ly what GR.A.C is capable of, You 
start the game without too much 
idea about what you're meant to be 
doing, and in true point 'n" click 
fashion must explore the screen, 
looking for useful items to manip- 
ulate in a puzzle solving way. 



\ 



It's by no means as fast or spunky 
as the likes of Monkey i stand or 
Kyrandia, but for a 'home made 
product' is by no means unattrac- 
tive. The puzzles are a bit linear, but 
that's really down to the fact that 
it's very much a 'one problem per 
room' affair, and you know thai 
you've probably got the item to 
solve it. This tends to just end up 
with you 'using' items on locations 
to see what happens. 

Probably more useful is to look at 
the package itself, which works in a 
very simple and logical way. Before 
you start, you basically tell GR.A.C 
the name of room #1 and what 
items are in there. You can then 
enter text messages that will appear 
when a certain activity is performed 
on a certain item. So... the machine 



CHARR 

Online (T) 



See, you *an make 
ait omelette with- 
out breaking 
eggs! 





nd so we find ourselves, 
once again, sitting ran- 
domly placed across a 
randomly -genera ted landscape, 
with only an enormous stash of 
high explosives and specialised 
weaponry for company. Each play- 
er (of which you can have up to 
eight, human or CPU) takes it in 
turns to set the angle of their 
tank's turret and a power setting, 
and then choose from the various 
shells on offer, before smacking 
the big red lire button and seeing 
how their judgment serve*, them. 
As well as offensive stores, you 
have a, number of defences avail- 
able, ranging from simple shields 



through to high powered repelling 
force fields. Another difference 
between this and many other 
copies in the genre, is that you 
don't have to buy all of your 
weapons beforehand. You have an 
overall cash supply to start with, 
and by visiting a weapons lab 
before each shot, you can choose 
what you want to use, with the 
amount being deducted as you go 
along. You have to be careful here, 
as running out of money before 
the end of the round also means 
disqualification. 

The final and most import. mr 
addition to the gameplay in Charr, 



knows that mom #1 is a kitchen, 
and if the player tries to perform 
the activity known as 'Examine' on 
the item known as 'Spoon', the text 
message that relates to this is "It's 
a spoon. And a shiny ■silver one at 
that!". Start using things on each 
other and,,, etc, etc. Simple stuff! 

As you can imagine, it 
doesn't take long to string — 
together a fair few rooms, and 
if you had the patience to plan j 
things out properly, could prob- | 
ably put some pretty good I 
games together. It's also worth j \ 
mentioning that there's a R£ 
library of graphics to use if you £ , 
don't fancy creating your own. 

Considering how popular 

Charlie says: 'Never let on that 

you're crap at drawing,' Lab, 



is that you can fire multiple projec- 
tiles (i.e. a nuclear blast, a big dirt 
ball, and a lava pool) in ont- turn. 
You can nlso choose how the shot 
delivers, choosing from bombards, 
mid-air blasts, jack hummers, and 
umbrella shots. 

Of course, the most important 
element not yet discussed is ih<> 
variety of shells available, Wander- 
ing cruisers, diggers, nukes, drillers, 
and skimmers ,m> ,ill available 
along with standard shells of vary- 
ing power, but the more dramatic 
the effect, the more expensive, so 
look out (and get a receipt!) 

This isn't all that different from 
the other Titnks games we've 



an excellent opportunity to go well 
over the top with the explosions. 
Good stuff. 



OVERALL 



CHICK THEM OUTfdoh!) 

Ft Licenceware, 31 Wellington 

Rd, Exeter, Devon E.K2 9DU 

Tel: 01193 491540 

OnLine PD. 1 

The Cloister*, Halsall Lane, 

Formby, Liverpool LIT IPX 

Tel: 01T04 814335 

IT BIT Software... Rob, why 

hait thou forsaken me? 



AMOS and S£UCK were, and the 
fact that this is only 14,99, GR.A.C. 
is definitely for you if you've ever 
fancied creating your own Guy- 
brush outing! Very clever indttd. 



OVERALL 
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i A WEEKEND TRIP FOR TWO TO ANY 

V > FOOTBALL MATCH IN EUROPE! 

PLUS! LOTS OF OTHER MONTHLY PRIZES! 



Last season The One, in con- 
unction with Renegade Soft- 
ware, ran a competition, cun- 
ningly entitled the Fancy League, to 
promote Renegade's release of Sensi- 
ble Soccer — International Edition. 
The competition proved to be so 
successful — literally thousands of 
entries all vied for the 
whopping £1000 top prize 
— that Renegade wants to do 
it all over again this season, 
And because it coincides 
nicely with the incredibly 
successful Sensible World of 
Soccer, so far selling 101,000 copies 
in six weeks, staying at number one 
in the charts for five of those weeks, 
Renegade wants to give away even 
bigger prizes! 

The main prize is a superb week- 
end for two people at any football 
fixture in Europe; but there is also a 




brilliant monthly priie of a full official 
team strip of your choice to be given 
away to the best manager each 
month. Yes, beginning with the May 
issue of The One, and continuing for 
the next three issues, we'll be keep- 
ing a cheek on the performance of 
each Fancy League manager, and 
we'll be printing a top SO 
league table. 

Every month all 22 teams 
will play 14 matches (this is 
the Fancy League, after all!) 
with each team piayed by 
members of Sensible Soft- 
ware, Renegade, The One and CU 
Amiga magazine. Oh, and Dominik 
Diamond. Probably. 

At the end of the three 
month period, each and 
every team will have played 
42 matches each, making up 
a full season — so there's a 




HINTS AND TIPS 

Choose attacking midfielders for 
their goalscoring abilities. Scoring 
goals is the only way midfielders 
can gain points, 

Defenders should be chosen 
with their team in mind, rather 
than their value. Each defender 
loses points every time his team 
concedes a goal, so it's worth bear- 
ing in mind the entire team's capa- 
bilities. To help you choose a team, 
if you look below you'll find one 
favoured by ion Hare of Sensible 
Software. You could always enter 
this yourself, of course, but remem- 
ber that in last year's Fancy 
League, Jon's team, Vtfe Luv U 
j Englund, came but fourth 

^f from ten. So we're sure you 
.■' could do much better! 




lot of work ahead for the club man- 
agers. But all you have to do is make 
up the best team possible, given £17 
million to spend, from the 22 club 
teams listed. It's more difficult to 
make a good team than it looks — 
but remember that generally, the 
more expensive a player, the better 
he performs. 

Remember: although the results 
begin in May, you need to get your 
entry in by April 3rd at the latest! 



Jon Hare's example team: 

mil Henrique O 04Pi Pro f?W 



Stig Inge Bjornebye D 



111* 



Nor t£S0K 



Paolo Negro 



it.i 



£550K 



Dave Mi Pherscm 



Snot £1 M 



Miguel Laia 



Sp 



C750K 



Vladimir Jugovk 



M 



Yugo CI 9M 



Michel 



M 



1«5 



5p 



C2M 



Antonio Conte 



M 



iflij 



Ita 



E95QK 



Jason Wilcox 



M 



0729 



_h^ 



E700K 



NkatW Hugh— 



1431 



Will 



n.9M 



Sergio Araujo 














Incidentally, it's worth pointing out 
that there are certain players which, 
despite them playing for a real-life 
dub, the only place you'll see them 
play is in the Fancy League That nice 
Eric Cantona chappie, for example; 
banned from English football by his 
own club for a whale reason, but 
STILL IN THE FANCY LEAGUE! Ex -pat 
Paul Gascoigne, too, utterly knack- 
ered, but STILL IN THE FANCY 
LEAGUE! Yes, you can be absolutely 
sure that no real-Itfe events will affect 
the Fancy League! 

Because of the administrative 
nightmare that befell The One Staff 
last season, having to wade through 
each postcard entry to find the win- 
ners, we've installed a telephone 
entry system for the new competi- 
tion. This not only makes things easi- 
er for us, but also you can guarantee 
that your entry is present and correct 
on the computer. 

It will cost you nothing to actually 
enter the competition, but of course 
you will have to pay good old BT for 
the phone cafl, which should cost you 
no more than 39 pence per minute 
off-peak, and 49 pence per minute at 
all other times. 

So it only remains fqr us to wish 
you good luck, and to remind you 
that if it's not your telephone, please 
ask for permission before you enter! 



WHAT IS THE 



1 




T 







he Fancy League is a sys- 
tem of football manage- 
ment. Simply put, it 
enables you to build up a team of 
eleven real-life footballers from a 
list of 22 actual teams which you'll 
find on the rterxt page. Every 
month we'll be playing each of 
the 22 teams as a normal league, 
played using SwOS by ourselves 
and a bunch of celebrity man- 
agers, and we'll be printing the 
results over a three month period. 
Each player Scores points based 
not only on his team's perfor- 
mance, but also on his individual 
goal-scoring or defending. So, 
after each match, every player's 
individual score is calculated, and 
after 14 matches we'll be printing 
all the individual scores. 

Using the scores for each of 
your 11 players, you can then add 
up your teams total score for that 
month. You'll be pitting your wits 
against lots of other managers 
from around the country; but if 
you're judged to be in the top 50 
managers in any of the 
three months, your 
name, team name and 
score will be printed in 
a manager's league 
table in both The One 
and our sister maga- 
zine CU Amiga. If you 
do well, you could win 
one of a number of 
prizes! Good luck! 



^^^J 



RULES AND HOW TO ENTER: 



1. Each entrant has £17 million in total 
with which to construct his/her Fancy 
League team. Any team exceeding this 
total will be void, 

1. Each Fancy League team mult com- 
prise the following players: one goal- 
keeper; four defenders; four 
midfielders: and two attackers (11 play- 
*•'•> in total). The players' positions are 
as specified as: - goalkeeper; D - 
defender; M - mid-fielder; A- attacker, 
Only the positions specified next to the 
players' names will be accepted. Any 
team not conforming to the formation 
above will be void. 

3. Each entrant can pick .i m.uimum of 
TWO players from any single team (i.e. 
you can't have three Manchester Unit- 
ed defenders, or the four Ajax mid- 
fielders). Any rfitr.inl'-. U'.im 
comprising more than two players 
from any one of th* 12 Fancy League 
teams will be void. 

4. Once you have selected your team, 
ring the Fancy Football League Hotline 
number below. You must have a touch- 
tone phone to enter this way. Once 
connected to the Fancy League Regis- 
tration Line, fallow the instructions, 
speaking clearly when prompted and 
inputting data such as player*' code 
numbers using the dial pad. You are 
advised to fill in th* form printed 
below beforehand to cut down the 
length of your call, 

5. The Fancy League Telephone Hotline 

will be set up to reject any team not 

conforming to the above rules. Average 
length of call: three minutes, Calls cost 
39 pence per minute off-peak Ithat's 
$pm to fiam Monday to Friday, and all 
weekend), and 49 pence per minute at 
all Other times, Please check with the 
person who pays the bill before 
dialling. Lines will be open 24 hours a 
day from 2U1 February 1995 to 3rd 
April 1995, Any team entered after that 
date will be considered void, Multiple 
entries are allowed. 



6. On 4th April, the Fancy League will 
begin- Each team will play each other 
twice, making a total of 42 matches, 
7 Players will score points for each 
match they play in as follows; 
Goalkeepers gain four points (+4) for 
keeping a dean sheet (not letting in 
any goals), or lose ane point (-1) for 
every goal they concede. Defenders 
gain four points ( +4) for every goal 
they store, three points ( +3) if their 
team doesn't concede any goals, or 
lose one point Ml for every goal their 
team concedes. Midfielder? score four 
points I. -4) for every goal they scone. 
Attackers score three paints (+3 1 for 
every goal they store. Players who fail 
to appear through suspension Or injury 
neither gain nor lose points for the 
matches they miss. 
8- For 1 month* beginning in May, 
both CU Amiga and The On* will print 
the reiults, and goal -scorers of matches 
played during that month, 

9. If you do not have a touch-tone tele- 
phone, you can alto enter by cutting 
out or photocopying the completed 
form below, and sending it. along with 
a stamped addressed envelope, to; 
Fancy League Entries, Computerize. 
Unit 1, Neach Hill. Neachley Lane, Shit- 
nal, Shropshire TF11 8PJ. 

10. After each month, the top manager 
will win the full footy team strip of 
his/her choice. At the end of the com- 
petition, the manager with the most 
points will win a weekend for two peo- 
ple, to the European footballing desti- 
nation of their choice. In the event of a 
tie, the team which has scored the 
most goals will be the winner, 

11. EMAP Images cannot be held 
responsible for any inaccuracies or 
technical problems which may occur. 
The Editor's decision is final, and no 
correspondence will be entered into. 
12 EMAP Images reserves the right to 
cancel the competition at *ny time, for 
any reason, without liability. 



FANCY LEAGUE HOTLINE: 

0891 615640 



YOUR FANCY LEAGUE TEAM 

Use this form to write down your Fancy League team. This will make it 

easier when phoning through your entry — and it also doubles as an entry 

form, if you don't have a touch-tone telephone! 



TEAM NAME 








MAMH 


POSITION 


PLAYER HP COUNTRY 


VALUE 




Goalie 




£ 




Defender 




£ 




D-rfpndrr 




£ 




D**rpfirfpr 




£ 




Dittpndrr 




I 




MUdfiHdrr 




f 




Midfielder 




£ 




Midfielder 




£ 




Midfielder 




£ 




Attwfcer 




C 




Attache' 




r 






TOTAL VALUE 


aV 
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vCOMPETITIO 




I lack burn 

I Tim Flowers 



Rovers (England) 

O 0701 Eng £1,3M 



Henning Bern, 



.:■.■■!; Mar 



£8«H 



1 Tony Gale 


D 


:/1 1 


Eng 


£55DK 


1 Colin Hendry 


P 


;.-i i 


Scut 


£8MK | 


1 Graeme to Sjui 


Q 


0715 


En f 


£1.6M 


B<4 Stuart Ripk-y 


M 


07 26 


Eng 


£1.SM 


1 David Baity 


M 


07 27 


Eng 


£1.GM 


| Tim ShrrWOKJ 


M 


07 26 


En, 


£1M 


9 Jason IM ileal 


M 


07 29 


Eo fl 


£7MK 


|ld1 Chris Sutton 


A 


07 3Q 


Eng 


£GM 


Id! Alan Shearar 


A 


0731 


Eng 


£SM 













it*- £• t* it* it* it* t* it* it* 



AC 


Milan (Italy) 

Sebaltiano Rossi 


G 


0101 


Ita 


£1M 


Christian Fanutci 


D 


D112 


■si 


£1,9M 


Franco Baresi 





□ 113 


Ita 


I'.M 


Alessandro Costacurta 


D 


□ 114 


Ita 


f'iM 


Paula Mdldim 


D 


0115 


Ita 


£8M 


Ftnbcrtn DonjdDni 


M 


0126 


Ita 


£2M 


DrmetriD Albert mi 


M 


0127 


Ita 


12 2M 


Marcel Desailly 


M 


Q12B 


Fr 


£3-5 


Etianluigi Lerttini 


M 


0129 


Ita 


£JM 


bejan SaviteviL 


A 


0110 


Y LIC|U 


£TM 


Aiessandro Melli 


A 


□ 131 


If.l [ 


5W 















Atletico Aflineiro (Brazil) 



Luis Henrique 


G 


□401 


Bi .1 


£3M 


Andre 


□ 


□412 


Bra 


£2.25M 


Meto 


□ 


□413 


Bra 


£1.BM 


F'aulc Koherto 


D 


D414 


Bra 


£2M 


Allesandro 


D 


□415 


Bra 


£2M 


tfaldir 


M 


: 


Bra 


£3.5M 


Cristaua 


M 


□427 


Bra 


£ZM 


Carlos 


M 


042 B 


Bta 


i 3 .'■ '■-.I 


Tenon ho Perreira 


M 


□429 


Bra 


iifYI 


Renaldo 


A 


0430 


Bra 


£1,3 


iergio Arauio 


A 


□431 


Bra 


f?M 



FC Porto (Portugal) 

Vitor Baia O 0801 



Port E1.BM 



ju.io Pinto 


a 


0812 


Port 


£1.1 M 


Serrvedo 


D 


0813 


Port 


£1.1 M 


Aloisio 


D 


i.n 1 1 


Bra 


£SS0K 


H li J Jorge 


a 


0815 


Port 


£8qok 


Secretario 


M 


■■• 


Port 


£85DK 


Vasih Kulhov 


M 


i.i«y; 


Rui 


fl.TM 


Bui Bnnm 


M 




Port 


£I.5M 


Emerson 


M 


DS29 


ftra 


£1.1M 


Sergei Twr»n 


A 


im j u 


Hui 


£1.1M 


L juhinko Drulovil 


A 


□831 


Trtigo 


£950K 



it* it* it* it* it* it* it* it* it* 



Ajax (Holland) 



I 


Edwin Van Dcr Sat 


G 


0201 


Hol 


£700K 


Mkhaiol fl*iriger 


D 


0212 


Hoi 


iduOK 


Canny Blind 


D 


0213 


Hol 


£750K 


Frank Dr Boer 


D 


0214 


Hol 


E1.5M 


Finidi George. 


M 




Nig 


£1.3M 


Frank Hijkaard 


M 




Hol 


£2.2M 


Edgar Davids 


M 


0227 


Hol 


iS"-.0K 


Jan Litmanen 


M 




Fin 


£3M 


Marc Overmars 


M 




Hol 


£3M 


Patrick Kluivert 


A 


0230 


Hol 


E650K 


Ranald De Boer 


ft 




Hol 


£1M 



Bai 


xclona (Spain) 

Carlos Rusquets G 


sp 


UM 




Albert Ferrer 


D 




sp 


E2M 


Ronald Koem an 


O 


0513 


Hol 


£4.5M 


Abelardo Fernandez 


n 




Sp 


E1.SM 


Cuilk'rmu Amor 


M 




Sp 


1 1.BM 


Miguel Angel Nadal 


M 


::'.;: 


sp 


£5M 


Jusep Qardiola 


M 


0527 


SP 


£5M 


Jose Maria ft.ikrrn 


M 




*P 


U/M 


Sergi Uarjuan 


M 


.. 


Sp 


£JM 


Hristo Stoic hkov 
Romano 


A 
A 


0530 
0531 


Butg 
Bra 


£8M 
£9M 







Calatasaray (Turkey) 

Gintaras Staunr* 1 4 



H^/l Lilh £5non 



Norinan Mdpeza 


D 


0912 


Zimb 


£450* 


Mert Korkmaz 





0913 


Turk 


C550K 


Yuiul AltintA5 


o 


■ =■ I 


Turk 


I5D0K 


Bulenr Korkmaj 


o 


0915 


Turk 


£S50K 


Ohan Buruk 


M 


09J& 


Turk 


£650K 


Suat Kajra 


M 


0927 


Turk 


£S04K 


Tugav KeriinO^jlu 


M 




Turk 


£850K 


Hakan Sucker 


A 


093S 


Turk 


£8MK 


Kubilay Turkyilmaz 


A 


0930 


Switz 


£350K 


Saffo-r i.inLjkh 


A 


0931 


Turk 


£700K 






it* it* it* it* it* it' it' it' it' 



Arsenal (England) 



© 



David Seaman 


a 


0301 


Eng 


f1.9M 


Lew Dixon 


D 




Eng 


£1.5IWI 


Stfvf? Bould 


D 


0313 


Eng 


ilM 


Tony Adairi^ 


D 




Eng 


£2M 


Nigel Winlerbum 


D 




Eng 


il 3N\ 


David Hillier 


M 


032b 


Eng 


£5S0K 


John Jantm 


M 


;j. ' 


Di"i 


£95QK 


Stiprwn Sxbu»orr 


M 


0328 


5 Wed 


I1.5M 


Paul nlar&on 


M 




Eng 


£2M 


Kevin CampbiHI 


A 


0330 


Enq 


£1 t»M 


Ian UVnyht 


A 




Eng 


£bJ¥l 



Ba] 


fern Munich (German) 

Oliver Khan Ger 


fl.lM 




Oliver Kreuzer 


D 


0612 


Ger 


fUOUK 


Lothar Mattriaus 


D 


0612 


Ger 


E-l '.M 


Thomas Helmer 


D 


0614 


Ger 


UM 


Jorginho 


M 


062 5 


Bra 


HIM 


Christian Nerlingpr 


M 


ii 


Get 


£1 JM 


Markus Schupp 


M 


06J7 


Ger 


£B00K 


Mertmet Sertoli 


M 




(Nw 


£1.SM 


Christran Zeige 


M 


06J9 


Ger 


£1.SM 


Jean-Pierre Pap in 


A 


0630 


Era 


M '.M 


Alain Sutter 


A 


0631 


(wttx 


f1.9M 







Juventus (Italy) 

Angelo Peruni Q 



I I 



Ita 



£1 SM 



Ciro Ferrari 



1012 Ita 



i l hm 



tuka fun 



1Q1 3 Ita 



£1.lM 



Jurqpn Kohhjr 



tier 



£2,75M 



Moreno Torricelli 



1015 Ita 



f7 r ,0k 



Angelo Pi Livin 



102 6 Ita 



£1M 



Antonio Conti- 



1QJ7 Ita 



£9SCJK 



Faulo Sousa 



M 



: ' 



Pan £EJM 



Pidiier DuKhtmpi 



1029 Fra 



£1.«M 



Roberto Baggio 



1010 Ita 



£9M 



Sianlma Vialli 



1031 1ta 



liM 



c o 



P E T I T I O 









HL^H 


zio (Italy) 

tiKa Marehcgiani 


G 


1101 


Ita 


E1.9M 


Paolo Negro 


D 


1111 


Ita 


£5 SDK 


Roberto Craueru 


D 


mi 


Ita 


£1M 


Jon? Chariot 


P 


1114 


Ano 


£Z.75M 


Giusvppe f a Villi 


D 


111S 


Ita 


41 bM 


Roberta Hambatidi 


M 


112(1 


Ita 


M SM 


Aran Winter 


M 


1127 


Hoi 


£2.7SM 


Paul Gascoigne 


M 


11?S 


Eng 


iV.bM 


Roberto Di Mattro 


M 


112» 


Ita 


E1.5M 


Giuseppe SlOnori 


A 


r Hi 


Ha 


£7M 


Alen Boksic 


A 


1131 


Cro 


£S.SM 















Meguya Crempas (Japan) 





Dick Havenjar 


d 


■ 


Jap 


I5 50K 


Toshiyuki Kaiugi 





isia 


Jap 


H,IJK 


□area 


D 




Bra 


f4S0K 


Tn^hihisa lljcnna 


D 


. 


las 


faSOK 


Hisataka Fujikawa 


D 


1515 


Jap 


I2S0K 


Jurginba 


M 


1526 


■m 


H.SM 


Makuto Yonekura 


M 




Jap 


E5Q0K 


Eliverton 


M 




Bra i 


fl.aM 


Tetsuya Nakaftiihi 


M 


1SJ9 


Jap 


M'iUK 


Gary Lineker 


A 


1S3C 


Eng 


H.SM 




^ hi gee Sawain 


a 




Jap 


£S5uK 



Real Alladrid (Spain) 





F-rahC iitu Buyn 


r, 




Sp 


£1.5M 


0"i(|'ie 
Rafael Alcorta 





U11 


sp 


£1.JM 


D 




*P 


£2.75M 


Miguel Lasa 


a 


1914 


Sp 


£750K 


Mich»l 


M 


1S25 


S P 


£3M 


fcrnjndn Redondo 


M 


1926 


Arg* 


rswi 


Ftrnardp Hierro 


M 




Sp 


£7M 


Michael LaurJrup 


M 




Den 


I'iM 


Rafael Martin Vazquru H 




S P 


IIM 


Jose tmilio Amavjica 


A 


1930 


Sp 


12.25M 




Ivan ifamorana 


A 


1931 


Chilr 


£SM 



<£• <£• fe* it* <£• fc* fc it* £• 



Liverpool (England) 



David James 


G 


■■ 


Eng 


E75GK 


ftob Jones 


D 




Fnq 


£1.9M 


Heal Ruddock 


D 


1213 


Eng 


£1.5M 


Phil Bab b 


D 


1214 


Ire 


£3.5 M 


John Scalar 


D 


1215 


Eng 


E2M 
tmm 


Stig Inge Rjombye 


D 


1216 


Nor 


Steve MiMaiumm 


M 


1127 


Eng 


H m 


Jan Molby 


M 


1228 


D«n 


flM 


John Barnuk 


M 


1229 


Eng 


1 : : ■; ■ 


Hobhi* Fowler 


A 


1230 


Eng 


£5M 



Ian Rush 



1231 



Watl £4M 



Newcastle United (England) 



Pawal Sfntta* 



T6D1 Crech £2M 



Man Hnttigo 
DarraD P»atock 



Swill £75DK 



D lbU Eng E1.3M 



FtiiLpaMAabft 



1614 Brig I3MI 



John teresferd 



Eng flM 



■uaWFox 



M 



1*26 Eng tl.SM 



Barry V— uson 



M 



Ena E95QK 



ftaban Iw 



Eng E2.25M 



iccrt i*lia'i 






. 1 629 ting £700* 



r»fnM Bmardtley 



1630 Eng £3M 



Aftdy C-oIt 



Eng £5 5M 



River Plate (Argentina) 

Laortardp Aguirre G 2001 Arg 



£750* 



Ricardo Altamifano 



2D12 



_*rs_ 



iTWK 



Gujllermo Rivarola 



2013 



it 



E450K 



| Roberto Clerko 


D 




Arg 


FG50K 


| Diego Culu 


D 


■ 


Arg 


£1.3M 


I Leonardo Aatrada 


M 


■I' « 


Arg 


n;m 


Julio tore&ani 


M 


Z027 


Aig 


"5«K 


Bsrti 


M 


2028 


Airy 


(TOOK 


I B.iukhi Medina Br I In 


A 


2 0.19- 


Arg 


Ji t.M 


Alc-jandro Aranda 


A 


2030 


Aiy 


E1.1M 


Wilt.r Silvani 


A 




Arg 


(7 50K 



^« ii* (tt* it* (i* it* t* (£ v^ 



Ma 


melodi Sundown (S.Africa) 

1 Craig le Grange G 1301 iMt £fSOM 


Samuel Kjmbule 


D 


131Z 


Ufj 


C300K 


Johidnncs ModaLi 


D 


1313 


b A- 


asm 


Lucky Miblvfa 


D 


- - ■ ; 


i A*' 


Joai Mayuli'rjL) 


D 


1315 


SAfr 


£45oC 


Ernest Chrrwali 


M 


1326 


V J5 


Hnhbie Muripr 


M 


1327 


SJUt 


ibs:. 


Moses Morodl 


M 


1323 


SJWt 


;iS:« 


Zane Mosa 


M 


1329 


5-*Jt 


;ib:» 


Lovemore Chatunya 


A 




*^^j 


£4HHC 


Hennort Masinqa 


A 




S a<- 


•> = ;« 












— 



Paris St- Germain (France) 

lemardi Lam a G 1?01 Fra il.UM 



Jose CoJmm 


D 


1?12 


Fra 


£950K 


Alain Roche 


B 


1713 


Fra 


£1 3M 


Ricardo Gamwj 


D 


ifi-i 


Bra 


I ' BM 


Patrick Colletcr 


D 


171S 


Fra 


E7SHK 


Daniel Bravo 


M 


1226 


Fra 


'BOOK 



Paul le Ouen 



M 



1727 Fra 



taOOK 



Vincent (1 tier in 



M 



1 728 Fra 



rtSDK 



Pa»id Ginola 



M 



1729 Fra 



titn 



Valdo 



M 



1720 Bra 



f3M 



George Weah 



1731 Ub 



£2.2 SM 



Sampdoria (Italy) 

Walter Zenga {, 



3101 ita 



£3M 



Moreno Mamtini 





2112 


Ita 


tl.SM 


Riccardo Ferri 


D 


2113 


He 


C1.SM 


Pietro Vierchowod 


D 


2114 


Ita 


eijH 


Sinita Mihajlovic 


D 




Yugu 


I1.9M 


Artilio Lombardo 


M 


2126 


Ita 


£2M 


Vladimir Jugovic 


M 


2TZ7 


fiigo 


£1.9M 


David Piatt 


M 


21ZB 


Eng 


£3M 


Alberign Fvani 


M 


2129 


Ita 


£2M 


Huud Gutlit 


A 


Z130 


Hal 


£7M 


Rabarto Mancini 


A 




Ita 


f*SM 



t (t 1 fc t it* t 1 t* (£• <£• 



Manchester United (Eng) 

Peter Schmnichel G 1*01 ftert £3M 



Paul Parker 



1412 



Eng £2M 



Steve Bruce 



1413 



_f.*1S £2 M 



Rangers (Scotland) 



Gary Pal Miter 






Erag £3M 



Donni; jfy^ini 



1415 It, £ US m 



ftodrei Karnhaltkii M '^'-- Bus £2M 
Paul lute M HIT Cr*a £5M 



Roy Hean< 



M 



■t £2 JIM 



Ryan Ciaas 



M 



Erit Cantona 



■-'-- Wal« £5M 
1430 Fra £7M 



Marli Hughes 



A 1431 Wain £3.SM 



1 Andv Coram 


G 




ieut 


C1.1M 


1 Dm Mcpherson 


D 


1812 


Seat 


£1M 


1 Alan MrLaren 


a 




Stut 


rt.lHJl 


| Baslle Bnli 


D 


1B14 


Fra 


£2M 


1 David Robertson 


D 


1B15 


Scot 


£1.5M 


Craig Moore 


M 


1S26 


scot 


£45£>K 


Stuart McCall 


M 


1B27 


Stot 


flJH 


PiBler Huistra 


M 


1B28 


Hoi 


£9S0K 


Brian Laudrup 


M 




Den 
itol 


£4.5M 


Ally McCoilt 


A 




£3M 


Mark H.i*flley 


A 


1B31 


Eng 


£2.5M 



Tottenham Hotspur (Eng) 

Q ZZ01 Eng £75QK 



bin Walker 



David Kerslake 



Eny 



£650K 



K*«n ttott 



2213 



Eng 



J7QQK 



Sol Campbell 



2214 En 



a_ 



f75f>K 



Juttin Edinburgh 



2215 



Eng 



£5MK 



Darren Anderton 



M 



_Eng_ 



C1.9M 



Oheorghe Fop-ticu H 



Rom £3.iM 



Jason Doiell 



M 



2 226 Enq 



£9$<M 



lli> Duimitrescu 



_Z229 Horn E2.75M 



Jmgrn Klinsmann 



2230 Ger 



Tfddy Sherirrgham A 2131 Eng £3M 



C3 



««MJ>Mkk^> ««faMtata* 



i i ■■■iV«»iiw**iiiiri — *m 



A >-_*. 




Aladdin 



Publisher: Virgin 

Issue Reviewed : November 1994 

Amazing animation arid gorgeous graphics In 
this platform conversion fnom me Disney 
movie. Shorter than some, but longer than 
your average magic carpet rid*, Aladdin 
takes the Amiga by HH scruff of the neck 
and bellows 'A Whole New World' in ilt lac*. 



Cannon Fodder 



Publisher: Virgin 

Issue Reviewed: December 1993 

War, according to those wacky Sensible 

boys, has never been so much fun. and we're 
Inclined to agree, It misfit look like a simple 
run around and blast everything affair, but 
there's a surprising amount 01 Strategy 
involved If you're going to make It 10 the end. 



FIFA Int. Soccer 



Publisher: Electronic Arts 

Issue Reviewed: October 1 994 

FIFA"s here at la Si and It's bloody great! A 
hil slow maybe, and rather loo much dlskular 
swap foolery, but nevertheless a solid 
attempt at putting realism back into the 
beautiful game. FIFA is a totally different way 
of stringing Ihe old onion-bag, Trevor- 



Ishar 3 



Publisher: Daze 

Issue Re viewed- September 189* 

Ishir'S back and this time c'est trots! 
Wohrsts* the black dragon is created Lord ; 
Sith by the Powers of Chaos lor being bad. 
More Silly names and fanciful plot twists tror 
our Froggy efiurris in this sequel to the 
sequel with les knobs ervorme, er.,, Sur. 







AB Tower Assault 



Publisher; Team 17 

Issue Reviewed; January 1995 

team 17 is back on familiar territory with 
this, the sequel to the sequel that first 
established the company as one of Britain's 
leading Amiga developers, It's more fl1 the 
same, but this lime with soma Towers in It- 
And doubtless some assaulting. 



The Clue 



Flink 



Publisher: Black Legend 

Issue Reviewed; September 1 994 

Become London's next Mr Big without ever 

leaving your bedroom! Yes, The Clue is the 
proof thai crime plays! From humble tea- 
leafBty to bigger blagues vnV shooters W 
stags, you've got to stay one step ahead of 
Ihe 'Filth' and keep out of the Scrubbs, 



Publisher; Psygnosis 

Issue Reviewed: February 1995 

Crisis cocks its leg on Fairyland as Top 
Crystals go awol from the four kingdoms. 
Luckily, that nice master Fllnk Is ready to 
bounce across these level playing fields and 
put pay 10 the evil Walnrighl with some spell- 
binding CD32 graphics! At a magkal (114.991 



James Pond 3 



Publisher: Millennium 

Issue Reviewed: June 1994 

The third Pond platformer Is huge. And 
bloody last. In operation St,'"fi5h Pond 
weighs In with a leaner meaner Connery of i 
performance to set against his Gallon In 
Robocod, OH, so there's less colour, but 
there is mote Character and more gamepti) 







ATR 



Publisher: Team 17 

Issue Reviewed: March 1995 

All Terrain Pacing is what you get In this tyre- 
shredding bu mpathon wHh excitement- 
shaped knobs on. II you've ever fancied 
sucking a Death Race 2000 meets Spaghetti 

Junction-flavoured gob-Stopper, then ATR IS 
one long-lasting Sweetie to pop in your bag, 



Crystal Dragon 



Publisher: Slack Legend 

Issue Reviewed: December 1994 

Good Lord, it's a tad expensive, but by crikey 
>|iS the best ever RPG In the sacred board 
game style, featuring dragons, er some 
Crystal, and the usual gang ol consonant- 
heavy characters stuck in a tricky situation 

with an evil wliard. 



Genesia 



Publisher: Team 1 7 

Issuer Reviewed: December 1993 

Huge society-building thing, similar to The 
Settlers, but not as easy to get in to straight 
away. Start off with a liny tribe, and watch 
your civilisation grow into something that 
makes the Roman Empire look like a chain ol 
cheap Pizza Restaurants 



Jungle Strike 



Publisher: Ocean 

Issue Reviewed: December 19»* 

Helicopters galore, but not. it must be 
owned-up to, all that much Jungle, in this the 
roeketworthy successor to Desert Strike, Tta 
is Comanche territory, SO II may come as a 
surprise to learn that we can recommend it 
la you without reservation, (Doh!) 




Banshee 



Elfmania 



Guardian 



K240 



Publisher: Core 

Issue Reviewed; July 1994 

Banshee is s roller-coaster ride to hell. In a 
buzz-bird called Banshee. Test your trigger 
finger and powers Ol concentration in this 
Tera! Toral-tastic one Or two-player flight of 
fantasy er.., blowing things to kingdom 
come- lt"s great fun, basically. 



Publisher: Renegade 

Issue Reviewed; J u na 1 994 

Kombat comes to the Ell-Kingdom and gets 
it* teeth kicked in by a girl with pointy-ears! 
Elfmania makes other be-al' 'envup* on the 
Amiga look pretty crappy and the Iftlroduction 
of strategy Is truly inspired. We were 
completely gob'Smacked! By some Fairies! 



Publisher: Acid Software 

Issue Reviewed: November 1994 

What's this, ^n original CD32 game that's 
got Oodles 0< payability? Yes, It's true!! 
Guardian is Ihe game that CD owners have 
been wailing lor, and an absolute Joy to play. 
You are in space and have to shoot up 
baddies, It's like Delender in 3D, apparently. 



Publisher; Gremlin 

issue Reviewed: May 1994 

Populous with asteroids, that's what this Is. 
Begin on your base asteroid, then explore 
space to find some more. Colonise Ihem, 

Exploit them. Zap every alien In a race lor 
galactic domination, Build Beets, trade 
things, mine stuff, Oh, how we loved H, 




Bubba n' Stix 



Publisher: Core 

issue Reviewed: January 1994 

More platformular near-perfection horn Core 
with this well designed and beautifully 
programmed gams, A bit On trie bneP side, 
but as original as a young white trash meets 
magic piece of wood, meets bad blobs In a 
tricky- Situallon-lype of scenario can be. 
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Publisher Do mark 

Issue Reviewed: February 1 994 

From the Frenchmen who brought you v"room 
comes this, the official Ft licence. Actually, 
It's Vroom Oauic, encore vlte, but avec la fab 
fwO-oleyer mode., F1 buffs might think it un 
peu unrealksdque, mais lor the arcade lover, 
c'est encroyabiei Hon, vraiment: 



Heimdall 2 



Publisher: Tftiml? 

Issue Reviewed; December 1 993 

Heimdall 2 is the bast of Its kind. It's got 
action, adventure and pu«le solving with 1 
smattering Of humour in all the right places, 
Blood, runes, ores, magic, (but probably with 
a <k') and added love interest in Ihe shape of 
the saucy Ursula to keep you on LOW'S tail. 



Kid Chaos 



Publisher: Ocean 

Issue Reviewed: August 1994 

Cracy Story, crazy game, The kid horn the 
cretaceous age clubs through platlorms like 
a hungry T-R«i after a jet-propelled cow. It's 
parallax paradise, and Ihe only game more 
satlsfyingly violent lhan hitting a bank Of 
Stinging nettles with a big stick. 
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To make an April fool you need the finely grated zest of an easter bunny, 
the liver and spleen of a day-old chick, two dried palm leaves (crossed) 
and a freshly filleted Poisson D'Avril. Whip everything together with a 
pint of cream and leave to the Egyptian goddess of the night. 




Lemmings 3 



Publisher: Psygnosis 

Issue Reviewed: January 199G 

There's an old saying in Greenland; 'When 

you're lirad of jumping-oll cliHs, you're tired 
■>t life!" How true. So tf you know someone 
who's feeling low, Why not give them a copy 

of this game — It'll keep their mouse-ring« 
glowing during the long arctic nights. 



PGA Euro Tour 



Publisher: Ocean 

Issue Reviewed: December 1 994 

The be si go II slm by about 441} yards, and 
bags mere run than the real thing, which is 
admittedly, not i very hard thing to be. How 
thanks to 1hosa lovely OceanographetS, you 
and your friends need never touch WOOSia's 
horrid Welsh niblick again. Hurrah! 



The Settlers 



Publisher: Blue Byte 

Issue Reviewed: December 1993 

Your typical god game, bul mistime with tiny 
wee Polk, Cuts, A medieval setting for your 
diminutive charges as they build things, do 
things and keep rivals at bay, Try Maying 
them at n all night and sec what the little 
blighters have ;«. hreved by the morning. 



swos 



Publisher: Renegade 

Issue Reviewed; January 1095 

It's Sensl, Brian, but now it's a game of Iwo 
halves! Tactics, transfers and injuries plus 
That Zamblan League in hill and all before 
kick Off! Then, look out' Computer teams 
heading Ihe bail and keepers Witt IMS butter 
an their gloves. The same, only dlffer*nt-er. 





Liberation: Cap. 2 



Publisher: Mindscape 

Issue Reviewed: December 1993 

A brilliant, atmospheric RPG witti one of the 
sexiest Intros ever! Re»||y shows off the 
capabilities Of Commodore's CD32 to the full 
and nearly as nice on the A.1 20.0. Basically 
you have to find out what's going on In litis 
Dig City where the robots have gone bonkers 




Pinball illusions 



Publisher : 2 1 si Century 

issue Reviewed: January 1995 

Fast and furious f tipper-driven action tor 
lovers oi all things tilt-Mating and tabular. 
What else can you say? I don't want to 
mention (tie Babewatcrr table again. This 
is a 'ami|y magazine, Read any decent 
books lately anyone...? 



Shadow Fighter 



Publisher: Gremlin 

Issue Reviewed : Feb rua ry 1 995 

Umocrod BE U-trti cation from the land Of the 
spaghetti tree, where running away from th« 
fray is considered 'normale'. There are no 
white flags on this baby, though, as she 
crouches Streetnghter-ishly In the gloom and 
snarls: 'La donna^S mobile'. Not half! 



Theme Park 



Publisher: EA 

Issue Reviewed; October 1994 

Long leal SthmOngleat. Alton Towers. Alton 
Showers more Ilka I Euro Disney, e'est 
EurOdiSmal! How do I know? Because I've 
licked Theme Park right down to the Stick 
and tasted Sim heaven, Whal's more, I have 
sniffed the bottom line and il smells lovely. 
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Mortal Kombat II 



Publisher: Acclaim 

issue Reviewed: January 1993 

More mk. but with a classier look to go 
with the Roman numerals. Weird end-of- 
oout happenings to outfox Snippy the 
Censor, but basically, hard as a pie baked 
in Hall's Kitchen and about twice as hot! 
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Putty Squad 



Publisher: System 3 

issue Reviewed: August 1994 

Putty Squad knocks several buckets of poo 
out Of Putty, Thrill to 36 levels or souishy 
blue fun. which is more squishy blue fun than 
you CAn have a-squeezin' things in a 
policeman's trousers. Probably. Long la sling 
platform tun for all the family, 



Simon the Sorcerer 



Publisher: Adventure Soft 

Issue Reviewed: February 1 994 

The Brits at AdventureSoN tike On the 
Yankee migbl Of LucasArts and Sierra with 
this humorous graphic adventure — and 
lose. But Only just. The interface just isn'l as 
good, The puzzles are tough, bul don't lei 
that put you off. 



UFO 



Publisher: MicroPros* 

Issue Reviewed: December 1994 

'Hello Planet Earth' say Odd-looking bk>kes 

with frog-spawn for guts. -Eel lead you 
fiends from another world, you', replies 
Porky Pig- Not really. It is up to you to save 

the planet though, and that takes strategy, 
dosh and whole ice-cream scoops 01 death. 




On the Ball 



Publisher: Daze 

Issue Reviewed: September 1994 

The only thing 0TB lacks is Brian Moor ft. 
Fresh as a daisy and as deep as a devil's bit 
scabious, here's a footy management slm to 

wander through wearing a big shirt, to linger 
In and make a fragrant posy for your 
sweetheart with. 




Road kill 



Publisher: Acid Software 

Issue Reviewed: January 1995 

'Don 1 go tmjzlng around in thai car, killing 
people. VOU bugger!' No, H's not a gritty 
new ad campaign from the DOT— bul 1 
warning against Roadkill, the demonic rac- 
ing g»me that puts death back Into driving. 
Sponsored by BSM (In a parallel universe). 



STARTS 
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Skidmarks 



Publisher: Acid Software 

Issue Reviewed: January 1 994 

Superb racer In yer isometric perspective, 
this game is only a duffer if you play alone. 
TOu See, the computer cars are all crap. 
Skidmarks eh? I'm surprised I've managed 
to get this far without making a 'pants' J4ke, 
But then I'm feeling a bit browned Off,.. 



Wiz ( n' Liz 



Publisher: Psy gnosis 

Issue Reviewed : November 1 993 

Another game that's so much better with 
two, this Okay-ish cute platformer is 
transformed when Ihe both ol you do it. 
Compete for the collection of coloured 
rabbits in a magical split-screen race against 
the clock, How a budgety El 2.99, by Crikey. 




Out to Lunch 



Publisher: Mi netscape 

issue Reviewed: July 1994 

N Is cupboard is bare, and SO poor Pierre le 
Chef is On a tour around some axotic 
ioeatlons (er, apart from Switzerland) to re- 
stock his larder. Out to Lunch is a tasty 
platform patisserie with sprites that take Ihe 
biscuit. And that's no word ol a pie! 



Ruff 'n' Tumble 



Publisher: Renegade 

Issue Reviewed: August 1994 

The best game ever with 'n' in the title? fluH 

has lost his marbles, so that means mayhem 
In plalformular mode for the likes 01 mo 'n' 
thee, This game is like Mlchaeiangolo's best 
pencil, because it's right at the sharp end ai 
the platform renaissance. 
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Super Stardust 



Publisher: Blood bouse 

issue Reviewed: December 1994 

Super Stardust, then, Or even Ihe now- 
budgetular Stardust are the ultimate 
Asteroids clones. Their graphics kiss your 
eyeball repeatedly and whisper, Come with 
me Earthllng, and I Will Show you the 
meaning of pleasure.' Wahay hey! 



X-IT 



Publisher: Psygnosls 

Issue Reviewed: October 1994 

OK, which arse changed Ihe title Of this 
game? The top pUKlerof '94 was Zonked!, 

now it's K-1T- Apparently, the new title is a 
Clever play On words. Exit — XIT. See? I 
think the people who come up with these 
things are bloody marvellous. Minus 2%, 
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DUTTON 






ELIZA FILES 



Hello and welcome to The Eliza Files. This month we slide open the filing 
cabinet to folder number three in our ongoing series of industry personality- 
profiles. Doktor Mattford Von Broughton and his voluptuous assistant, Eliza, 
find a top spanner-spoon kind of guy. With sideburns. And funny hair. 




Name : Jason Paul Dutton 



Age: 22 



Home: Malmesbury, Wiltshire 



Occupation: PR Manager, MicroProse 



m 
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How long have you been at 
Micro Prose? 

I've been PR Manager for just over 
a year, but I've been there just over 
two year J. 

And what do you actually do? 
My ;ob entailj deal'ng with people 
like you, having fr<-e lunches, get- 
ting free T-shirts and receiving the 
occasional gift. If you want my cor- 
porate line, 'I am responsible for 
the timely and positive coverage of 
all MicroPros* products and its 
third-party products'. 

Gosh! Ar.d wiat do you love most 
a bo. it yojr job? 

Dealing with people like you, hav- 
ing free lunches, getting free T- 
shir;s and receiving the occasional 
gift. 

Oh yes, vsry clever. So what do you 
hate most about your job? 
Dealing with people like you... (only 
kidding). I hale deadlines, products 
slipping, that sort cf thing. 

What w*s your profession before 
MicroProse? 

I was the editor of a computer 
entertainments magazine. The 
name? Er... it was ST Action. Of 
course, that was when the ST had a 
market. I started as a staff writer, 
and then went through reviews 
editor to deputy editor to the 
dizzying heights of editor. I was 



there for two-and-a-half years, 
It was good fun, and my first 
real introduction to the crazy, 
bonkers world of computer 
entertainment. 

How did you get into the 
magazine? 
Wed I'd worked for Ocean 
as a games tester for two 
years, but was getting bored, 
so a good friend of mine who 
was PR at that time, Pam Grif- 
fiths, put me onto the man who 
was editor of ST Action at the time. 
That was one Mick Clarkson. 

AHA! CLARKSON! The very same man 
who kicked off 'The Etiza Files'. 
Nick was my boss for nearly a year. 
It's funny, but we were a team of 
people that would all turn into PR 
bods. There was myself, Nick Clark- 
son (now at DID), and Alan Bunker, 
who's now PR Manager at 
Team 17, We alt worked 
on the same mag at the 
same time. 

And so, tell me, how did 
you get into Ocean origi- 

ridlly? 

Well I was more than con- 
tent dossing around 
doing 'odds and sods' for 
my dad, but a mate of 
mine was going down to 
the job-centre and I just tagged 
along just for something to do. There 
was this job advertised for a "junior 
games tester', and I recognised the 
name Ocean — being an avid games 
player (i.e. very sad, with no social 
life). I had an Amstrad CPC464 with a 
monitor. What a classic machine! 

Had you planned to get involved with 
the industry? 

No. I always looked at it as a sort of 
fantasy job that 'other people' did 
and "wouldn't it be great to have a 
job like that... playing games all 



day! 1 ' I actually planned to. and in 
fart did, go into the Marines, I did 
the weapons training and the initia- 
tion, but while I was waiting to find 
out whether I'd been accepted I saw 
the Ocean job, and went for that. 
Once I'd got that, I just sort of decid- 
ed to not bother with the Marines. 

So what about your personal life? 

Any hobbies? 

Hobbies? Well... there's my fiancee. I 

don't know if you can class that as a 

hobby r but she takes up a lot of my 

time. Training. Aerobics. That sort of 

thing. 

And I believe, Jason, you had a multi- 
gym delivered to your house only 
yesterday. 

Arrgghh! Mr. Multi-gym! Well I 
bought it simply because I love to 
train, but I'm also very lazy and I can 
never be arsed to go to the gym. So I 
just end up sitting in doing noth- 
ing. Also, I hate to waste 
money, and I spent a lot 
of money on this gym, so 
hopefully that will give 
me the incentive to 
use it. 




And what about the 
inner Jason Dutton? 
What do you wish for? 
World piece? Racial har- 
mony? 

Larger breasts. Not to be 
so well hung {Dream on, dreamer, — 
Andy.) And to continue having such 
good product! 

You corporate, erawly bum-lick! So 
which one of The Beatles would you 
be and why? 

Erm... I'd probably go for 
Ringo. Because he's still actual- 
ly around, which is a good 
thing, and because he's reached 
the dizzying heights of the Fat 
Controller. Which, in my mind, is a 
very good position to be in. He's 





also got a big nose, and 
thus able to satisfy 
women in a strange way, 



Favourite food and drink? 

Chinese and Italian, with Jack Daniels. 

What sort of music do you listen to? 
I'm into soul, groove, hip-hop, rap 
kind a stuff. 

And do you fancy Kylie more than 
Dannii? 

Strange question. I normally go for 
dark-haired women and normally 
would have said Dannii, but J saw in 
one of the Sunday supplements 
recently-that Kylie had a really short 
blonde hairdo, a very tight white top, 
and no bra, and she actually looks 
absolutely gorgeous. 

Well I'm off to the premier of the 
Street Fighter movie on Friday night, 
so I'll think of you while Kylie does 
the splits in front of me in a catsuit. I 
Hmrrv ,. well, I'd have to say Kylie 
then. 

What five things would you take on a I 
desert island? 

Five things? Er... XCOM: Terror from 
the deep' [the follow-up to UFO) a 
computer, Claudia Schiffer, my mum 
to do the washing, and probably my 
car, because I'm a material scumbag. 

And the capital of Germany? 
Well normally I'd say Berlin, but I'm 
looking for an amusing answer, so I'd 
probably say 'G r . 

Oh! Now that is clever. And finally, 
how many hands am I holding up? 
One. 



Yes. Well done, you're the first per- 
son to get that right. And that, in 
fart, brings us to the end of the 
interview, so I'll thank you kindly 
and hand you over to Eliza , Happy 
trails... 
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NEXT MONTH 




COMMODORE 







New! 

Something a 

bit fishy 

Fresh from the 
Commodore's Table 
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If you can keep 
your head, when every 
one about you is losing 
theirs, then you're probably the nice 
man operating the guillotine. It was 
while coddling thoughts not entire- 
ly unlike an anaconda, that those 
Sons of Fun at The One decided it 
was time to stop being afeared and 
dip their smelly toes in Cyberspace, 
The continuing absence of any 
ongoing resolve I ment of the ques- 
tions thermaling vulturishly over the 
sun-blanched rib-cage of the Amiga 
Antelope had finally taken its toll. 
£1,50, to be e*act. And it was there- 
fore high time that The Commodore 
was put or. the spot and asked some 
brutal questions. 

Imagine, then, the scene, as your 
three champions girt their loins 
about with the trunks of determina- 
tion. For they are going surfing, to 



MAY ISSUE 





Maidenhead and 
back, to return with the 
answer to the question: 'Just what, 
in the arse-pricking bowels of hell is 
happening to our Commodore? 
Come on readers, we're going in. 

Matt: Hey, look. Girls, 

Andy: Come on team. We've got 
other fish to fry. 

Harry: Andy, as features editor, 
can I just say that your eyes are crap. 

Matt: Hi girls. It's Sky Lukewarmer 
here, and I shag. 

Andy Matt, you tart, re-instigate 
those trousers at once and concen- 
trate. The Commodore is somewhere 
in this 'ere Internet, and we're gotta 
find him! Prontissimo, 

Harry: Matt, as features editor, I 
feel I must tell you that you've got 
a cheek, 

Matt: I'm Mandy. fly me. 



Andy: Chat The Commode, Oh 
bother and blow! 

Mart: Cos she's once, twice, three 
times a lady...' 

Andy: Right, Chat. The Com- 
modore. Yes, that's it. 

Harry: As features editor, can I say 
that this is all getting a bit highbrow. 

The Com: Ahoy, and if you'll 
indulge me during this self -indulgent 
subordinate clause, me hearties, I've 
smeared Kangaroo Poo on my baby 
and she rides the tubes (ike a com- 
muter smeared with ambergris. 

Andy: The Commodore is listen- 
ing! Er, hello! Look, er.,, rue got a 
question for you. Urn, we, that is the 
kids, just want to know, and don't 
try to get out of this... er, what 
exactly is your favourite colour? 

The Com: Well, shipmates, that's 
a bit of a toughie. I was ready to rap 



INGREDIENTS 



For best results defrost before reading on April 2Bth. 
IN BED 

Oil bed- springs prior to some serious 'reading' to avoid 
embarrassment or detection. 



AT THE HOUSE PARTY OR 'RAVE' 
Tack a big lamp to your cap or trendy bobble- hat 'sans' 
bobble. WARNING Wafting Andy Nuttall's picture about 
under ultra-violet light may cause unsightly discharges. 
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ET AU CRAPPERIE 

Eat bags of fibre, {coconut matting, buses etc.) so you 

get plenty of ploppertime to read The One. 



We use only the choicest chunks of freshly filleted 
Amiga qs me in every issue of The Ons. Which Is proba- 
bly why we all feel a bit bloody depressed, 



NUTRITION INFORMATION 



Sensible Golf 
Master Axe 
Mega Race 
Lost Eden 
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with you babes about my plans for a 
new Amiga Computer! 

The One: Go on! 

The Com: Well, if you miss the sea- 
fresh tang of brand new hardware 
you'll love the new Amiga A1{M)! Fil- 
lets of finest Maidenhead Codling, 
agleam with that just-landed taste 
all packed in a crunchy, flannel coat- 
ing! And that's not all! The A1(M> 
will be available with a host of 
peripherals, including peas, chips, 
and a range of ketchups. This Total 
Teatime Compatibility is the result of 
our new Fastnet Approach to design 
And with the A1(M) tomorrow s 
best games will slip harmlessly 
through our fingers, thus guaran- 
teeing that future game-stocks ar« 
preserved for proper formats. 

Harry: As features editor. Com- 
modore, can I stop you there, and 
say, I can't face any more of this. 



TO ORDER 



Dear Wr Newsie. 
Please eel you plaice me an 
order for The Otie r every 
month. I gurnard -Iy wait and 
am already counting the dace 
until the next issue. 



Name.... 
Address. 



May, then. It'll be next. 
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Sports Management 

TACTICAL SIMULATIONS 



REALISTIC COUNTY CRfCKET GAME 




THEY THINK IT'S ALL OVER. IT IS NOW, 

FOOTBALL MASTERS 5, THE BEST OF THE REST 3 




REALISTIC HORSE 
RACING CAME 






AVAILABLE FROM Al 

NEW TRADE ENQUIRIES ALWAYS WELCOME. 
Ybu tan alw BUY trtf *f thait games by direct mail from ESP :ul £25.99 eich inch 



ESP Software. PO Box 557, Southend -on-Sea, biex, SSI 2MB. England. 
TELEPHONE [01702)60055? FACSIMILE [01 703) 613747 THt 0N( 
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Available for Amiga PC CD ROM 

at all 
Computer stores now 



All proceeds to charity, Including ChildLine and the Prince's Trust. 
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ailable for Amiga PC CD ROM 

at all 
Computer stores now 

Is to charity, Including ChildLine and the Prince's 1 
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